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Abstract 
Computer game is not only a kind of entertainment, but also a kind of new 
media. Its difference from all the other media is that computer game provides 
information to players while changes the content of information. Books offer a 
static structure of information to readers. We accept information and explain it 
by our own understanding according to the order of events arranged by the 
authors. In image media such as movies and television, audience get information 
from moving images and voice instead of from written words. Here, the 
audience is passive because their imaginary space is killed by the stereotype of the 
effects of images and voice. 
We call people who read books readers; we call people who watch movies or 
television audience. Nowadays we call people who play computer games 
gamers or players. The three identities indicate three different contexts. 
Readers read books according to the authors' arrangement of the description order. 
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They have great power to imagine and explain what they read in static space. 
Audience are just acceptors. Their explanations of what they watch are always 
ignored. Gamers and players, however, are a part of the game they play. They 
attend to make information and edit the structure of information. The most 
important character of computer game is it is interactive. 
In the computer game, Romance of Three Kingdoms, player acts as a king. 
He has the right to control natural sources and residents in his territories. And 
his final destination is to unite to whole China. In the game, the history of Three 
Kingdoms is not the history we are familiar with in novels or history books, but 
the history made by the player. The player arranges characters, wars and 
historical events just for realizing the final destination. At the same time, the 
player is controlled by some elements of the game itself, such as the setting up of 
game structure and frames. 
The most important point is RTK game heritages a kind of ideology, or in other 
words, a kind of historical outlook. RTK game is mainly revised from the 
historical novel Romance of Three Kingdoms. However, the novel is regarded as 
a literature work with 70% truth. Compare to the orthodox history book History 
of Three Kingdoms, the truthfulness of the novel is poor. Therefore, we should 
think about the problem of cognition of historical knowledge. The new 
generation grows up with computer and computer games. They seldom read 
historical novels, let alone the orthodox history books. What they know about 
the history of Three Kingdoms are mainly from games, movies and television. 
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This kind of cognition of history is an individual cognition of history. It is 
different from the collective cognition of history in the aspect that individuals 
have right to interpret and analyze history by their own understanding, i.e. they 
reconstruct the history. The objectivity of historical writing is seriously 
challenged by postmodern historiography. Some extreme postmodern historians 
even regard historical writing as writing fictions. Naturally, most historians 
don't approve of such opinion. However, it is proved in computer games. 
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Chapter I: Introduction 
According to a survey by Computer Gaming World in 1998，more than 41 
million households currently own PCs, and 78 percent out of them have games 
installed.' The very idea of “computer games" has been long rooted in the 
perception that they are for kids, especially for adolescent boys. Many people 
are simply not aware that there is now computer game fare for people of all ages, 
sexes，and interests. According to a survey by an authoritative electronic media 
organization in America, Interactive Digital Software Association (IDSA), sixty 
percent of Americans play game. The vast majority (80%) of gamer are not kids 
because the age of typical gamer is 28. Nearly half of gamers are women? 
Computer games become an important part of people's life by the popularity of 
computer. The result of the two surveys above is a bit out of expect. However, 
it exactly tells us that we cannot always take new things for granted. 
Computer game called a lot of attention since it was just invented. 
Research about it was limited just because it was not available to all. The former 
president of United States Ronald Reagan once said, 'I recently learned something 
quite interesting about video game. Many young people have developed 
incredible hand, eye, and brain coordination in playing these games. The air force 
believes these kids will be our outstanding pilots should they fly jets.’，’� Around 
1 LaPlante, Alice and Seidner, Rich, Playing for Profit (New York: Wiley and Sons), p.l50. 
2 Quoted in Grossman, Lev, 2001. "Play Nation", in Time Asia Edition May 14’ 2001. 
3 LaPlante, Alice and Seidner, Rich, Playing for Profit (New York: Wiley and Sons), p. 145. 
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the same time, Marshall McLuhan, a famous media theorist vaguely pointed out 
that, "games are popular art, collective, social reactions to the main drive or action 
of any culture. [They] are extensions of social man and of the politic...'"' What I 
want to say here is, the research of computer game as an academic object is multi-
dimensional. 
The development of computer enterprise in Asia is not as mature as that in 
America. Therefore, the by-product of computer, computer game is not as 
popular in Asia as that in America, either. However, the popularity of computer 
game and the development of computer game enterprise can never be 
underestimated in Asian countries such as Japan, Korea, Taiwan and Hong Kong, 
etc. In 1980's, many classical computer games designed by Nintendo Company 
of Japan made a shock to A m e r i c a n ? Later, Japanese computer games became 
popular in all countries of Asia, especially in Hong Kong, Taiwan and Korea by 
the rapid development of computer technology and software exploitation in Japan. 
Concerned data of America is probably a bit different from that of Asia. 
However, it is a valuable reference if we want to do research on computer game in 
Asia. Computer game is not only an entertainment product, but also an 
academic issue, especially when we are not talking about computer and computer 
game generally or apparently. 
A famous computer game series, Romance of Three Kingdoms (RTK), 
designed by Japanese company KOEI, will be taken as a case study in this article. 
4 McLuhan, Marshall, 1995. Understanding Media: The Extensions of Man (The MIT Press). 
5 Sheff, David, 1993. Game Over: how Nintendo zapped and American industry, captured your 
dollars, and enslaved your children. (New York: Random). 
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It is for analyzing how history is re-constructed in computer games. In this 
perspective, RTK is not just a simple computer technology issue or a computer 
software issue, but an issue concerning about historical writing and history re-
playing. In chapter two, I will discuss about the concepts of 'truth', 'objectivity' 
and ‘historical writing', etc. in historical philosophy and the argument of 
postmodern history in last few decades. Historical computer game is worthy of 
study in the postmodern structure of knowledge and the academic context. It 
will especially evoke our thinking and inspiration of historical philosophy in 
historiography. In chapter three, I will give a brief introduction of game study in 
different academic fields. Game exists as a kind of human activity. Game 
history is as long as human history. Therefore, most academic subjects are 
interested in the concept of game more or less. To know the feature and main 
opinion of game of these subjects is helpful to explore contemporary computer 
game phenomena in a further way. 
Chapter four is the main body of this article. First, I will introduce the 
history and scale of KOEI briefly so as to understand better of its games. Second, 
I will take the comparison of History of Three Kingdoms (a history work), 
Romance of Three Kingdoms (a novel) and the game of RTK as the start point to 
explore the definition and extension of historical simulation, and to know how 
historical truth and historical stories are handed down from generation to 
generation. Then I want to talk about several issues in historical simulation: 
control and interactivity, digitalization of historical image, and reconstruction of 
historical ideology. Game is let the one who plays it feel happy. The happiness 
computer game players feel is they can control the whole game. As an historical 
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computer game, RTK makes players feel that they are already involved in the 
history and the history will be different under his efforts. Actually, history is 
modified in such entertainment already. The modification relying on media 
technology, especially the use of computer technology includes, adding 
interaction, application of digitalization, changing images of characters and maps, 
and most important, implanting of ideology. Chapter five is led out then. In 
chapter five, I forward my own opinion about computer game. I consider 
computer game as a kind of new media. Traditional media (including oral 
spreading, writing and press) have their own characters respectively. However, 
the contents of such media haven't changed a lot because none of them reply 
much on technology. In other words, we are familiar with changes in these 
media. However, situation is totally different with the appearance and popularity 
of electronic media. We are confused with the truth when seeing images in 
television. Sometimes they are better than truth. Sometimes they are truer than 
truth. Such true feeling is mainly based on technology however. The crucial 
question is who master such technology? How to use such technology? With 
such thinking, it is not difficult to realize that the most likely truth is coming from 
several artificial processes. Finally, in my mind, truth is a kind of fabrication. 
The most likely truth is a kind of ideology. We are controlled by technology 
more and more. In the computer age, the application of interaction and hypertext 
and the development of internet bring some new hopes to us. We probably can 
find a way to break the monopolization of image. However, things are not as we 
expected when historical contexts are under control of virtual reality again. 
Then, how to define truth when we are facing the rapid development of computer 
technology? Where is the true history? These are the main issues I will 
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explore in the article. 
Before starting discussion about above issues, we'd better know what 
‘game, means. By circuitous process of definition, David Parlett points out that 
a game is what you play, and to play is to do a game. Therefore game and play 
are basically the same, except that one is a noun and the other is a verb."^ In the 
famous book Homo Ludens, Johan Huizinga defines play as followed: 
Summing up the formal characteristics of play we might call it a free 
activity standing quite consciously outside "ordinary" life as being “not 
serious", but at the same time absorbing the player intensely and utterly. It is 
an activity connected with no material interest, and no profit can be gained by 
it. It proceeds within its own proper boundaries of time and space according to 
fixed rules and in an orderly manner. It promotes the formation of social 
groupings which tend to surround themselves with secrecy and to stress their 
difference from the common world by disguise or other means.' 
Further, Huizinga，s key argument is culture is derived from play. Play is 
simultaneously liberty, invention, fantasy and discipline. All important cultural 
manifestations are based upon it. It creates and sustains the spirit of inquiry, 
respect for rules, and detachment. In some aspects, the law, prosody, counterpoint, 
perspective, stagecraft, liturgy, military tactics, and debate are rules of play. They 
constitute conventions that must be respected. Their subtle interrelationship is the 
basis for civilization. This tone strings up Huizinga's work. As Roger Caillois 
6 Parlett, David, 1999. The Oxford History of Board Games (Oxford: Oxford University Press), p.l. 
. .For more on the meanings of words "game" and "play" in European languages and their ， 
distinguishabilities see p. 1-2; for applications and paradoxes of the words see p.2-5. 
7 Huizinga, Johan, 1950. Homo Ludens (English Translation, New York: Roy Publishers, 1950), 
p. 13. On p.28, another definition not quite as eloquent, but less restricted: "Play is a voluntary ’ 
activity or occupation executed within certain fixed limits of time and place, according to rules 
freely accepted but absolutely binding, having its aim in itself and accompanied by a feeling of 
tension, joy, and consciousness that it is different from ordinary life." 
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points out, Huizinga's work is not a study of games, but an inquiry into the 
creative quality of the play principle in the domain of culture, and more precisely, 
of the spirit that rules certain kinds of games which are competitive.® Such a 
definition, in which all the words are important and meaningful, is at the same 
time too broad and too narrow. 
Hence, Roger Caillois defines the following elements of play based on 
Huizinga's work: 
1. Free: in which playing is not obligatory; if it were, it would at once 
lose its attractive and joyous quality as diversion; 
2. Separate: circumscribed within limits of space and time, defined and 
fixed in advance; 
3. Uncertain: the course of which cannot be determined, nor the result 
attained beforehand, and some latitude for innovations being left to the 
player's initiative; 
4. Unproductive: creating neither goods, nor wealth, nor new elements 
of any kind; and, except for the exchange of property among the players, 
ending in a situation identical to that prevailing at the beginning of the game; 
5. Governed by rules: under conventions that suspend ordinary laws, and 
for the moment establish new legislation, which alone counts; 
6. Make-believe: accompanied by a special awareness of a second 
reality or of a free unreality, as against real life.' 
Caillois' definition is basically proper for computer game, especially the 
first, third, fifth and sixth point. All of them tell the main points I want to say 
when talking about RTK games. Player's action, behavior and attitude in game 
don't need to care about any social responsibilities because he's in a virtual space 
and context. In traditional games, player is required to attend in reality. It's 
8 Caillois, Roger. 1958. Barash, Meyer trans, 1962. Man, Play, and Games (London: The Free 
Press of Clencoe, Inc., 1962), p.4. 
9 Caillois, Roger. 1958. Barash, Meyer trans, 1962. Man, Play, and Games (London: The Free 
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always inevitable for him to have some physical contact with other ones in the 
game. He needs to think about interpersonal relationships then. However, in 
virtual reality of computer game, player doesn't need to face the opponent(s) in 
person. Everyone in the game can do all what he wants to and can do. 
Moreover, because of random setting up, the uncertainty of game plots is the most 
attractive point to players. They feel they are in big risk when meeting a lot of 
unexpected incidents. It's hard to get the same feeling in reality however. On 
the other hand, we can find control is a main element of computer game by 
observing RTK games. Games offer a historical context and let players control 
the development of history. In reality, it is impossible to control history in any 
ways. 
Obviously, computer game relies on computer technology. Rules in computer 
games then are very different from those in games controlled by human beings. 
They are always very unselfish and not easy to be influenced by sensibilities. 
Advanced virtual technology of computer offers a circumstance more real than the 
reality. Such virtual makes computer games much more exciting while makes 
players more confuse about virtual and real. It influences players' knowledge 
about history more or less. 
寺 
Press of Clencoe, Inc., 1962), p.4-10. 
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Chapter II: A New Issue in Historiography 
Postmodernism is not a new term nowadays. Discussion about it is even 
close to end in Europe and America. However, its influence in history field is 
greater and greater. Under the lash of postmodernism, several important 
concepts in traditional historiography are challenged. They include 
subjectivity, truthfulness, narrative, legitimacy of historical writing and issue of 
power. Although postmodern historiography is not a main trend in history 
field yet, many historians are forced to think about a lot of topics such as 
ontology, epistemology and methodology they are not familiar with before. It 
promotes the renovation and improvement of historical theories. Such 
changes happen step by step instead of all in a sudden. And it will finally 
make history study develop in multi-directions. On one hand, history study 
can accept more theories from other subjects. On the other hand, it is close to 
public life more and more. In recent years, by the popularity of computer and 
internet, text of history includes not only books and images, but also computer 
games based on historical stories. Computer games become important in 
people's life, especially for the new generation. Therefore, it is worthy to do 
research on history in computer games. 
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2.1 Issues on historiography in recent years 
In 19^ century, history and literature and art are separating subjects. 
Historiography was regarded as a kind of truth-seeking knowledge. Later, 
historiography was defined as a kind of science according to the definition of 
modem natural scientific subjects. This progress was bound with the prosperity 
of modem scientific subjects. Objectivity and scientificity advocated by natural 
science were regarded as prove of truth. The prosperity of science improved 
people's life influentially. Therefore science was regarded as truth. From then 
on, scientificity of natural science became the support of scientificity of 
historiography. Social science such as sociology and economics established by 
the same mode of modem natural science reinforced historiography a lot. 
Progressionism and scientism in the 18* and 19* century were challenged since 
1930，s. History of the first part of nineteenth century proved that, scientific 
technology can not only brighten streets, increase grain yield and lengthen life-
span, but also build concentration camps, manufacture weapons and atomic 
bombs. Philosophers, sociologists and historians had to re-evaluate the status of 
science. Scientific historiography was then introduced into the discussion. 
Relativism and skepticism brought the crucial change into historiography. 
As early as the 1930，s，the American historians, Carl Becker and Charles Beard 
raised the clarion call of historical relativism by insisting that everyone would 
write his own history. They seemed to imply that since everyone had his own 
version of history, history functioned as a cultural myth rather than an objective 
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account of the past. They argued that the ideal of a definitive, objective 
reconstruction of the past was chimerical. Facts did not present themselves 
directly to the historians. On the contrary, historians picked and chose among 
them and were guided by their ideological presuppositions. In Beard's words, 
historians performed as an act of faith based on "subjective decision". It is not a 
"purely objective discovery，，？。Thus, not long after historians established their 
discipline as an autonomous field of study emulating science methods of research, 
belief in its scientific status and capacity for objectivity began to waver. 
Scientific status of historiography didn't meet any serious challenge until the 
middle of century". Interpellations like Becker and Beard comparing to the 
muscular expansion of Marxism, the Aimales school, and the modernization 
theory, were just little murmurs. More generally, science is a signal of modernity. 
It seeked by historiography is just a signal of the trend of modernization. 
Scientific historiography will not be attacked fatally before the waver of 
modernization. 
Since the middle of 20* century, especially since 1960’s，western society 
changed greatly. Postmodernism de-constructed the modernity and modem 
science. Not only the myth of objectivity in humanities was broken, but the 
subjectivity of natural science was challenged as well. For example, Newton and 
Darwin didn't extricate themselves from the influence of ideology while they 
As quoted in Appleby, Joyce, Hunt, Lyun and Jacob, Margaret, 1994. Telling the Truth about 
History (New York, London: W. W. Norton and Company), p.216. 
“Even in 60 ’s’ the famous historian, Edward Hallett Carr suggests to "improve the standard of our 
history, to make it more scientific..." See Carr, Edward Hallett, 1961. What is History? (Penguin 
Books, 1964), p.85. 
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created Classical Mechanics theory and Evolution theory respectively. On the 
contrary, their ideology helped constructing their theories: "Newton and Darwin 
would not have articulated theories of such universal breadth without the push all 
pull of religious, political, and social interests".'^ Whenever the origin of 
scientificity is destroyed, all subjects based on science will inevitably fall into 
crisis. 
Postmodernism was forwarded in France at the beginning of 20出 century. 
It stands for an architecture style. This style is against the functionalism and 
rationalism of modem architecture while advocating to put emotions of humanism 
into architecture. Later, postmodernism was used in literature critiques and 
became well known. It was put into the discussion of most humanistic and 
social subjects in the latter part of 20出 century. And it was not seriously 
discussed in historiography till the latest decade. Keith Jenkins, a main general 
in advocating "postmodern history", tried to define it as followed: 
History is a shifting, problematic discourse, ostensibly about an aspect 
of the world, the past, that is produced by a group of present-minded workers 
(overwhelmingly in our culture salaried historians) who go about their work 
in mutually recognizable ways that are epistemologically, methodologically, 
ideologically and practically positioned and whose products, once in 
circulation, are subject to a series of uses and abuses that are logically infinite 
but which in actuality generally correspond to a range of power bases that 
exist at any given moment and which structure and distribute the meanings of 
histories along a dominant-marginal spectrum.'' 
12 Appleby, Joyce, Hunt, Lyun and Jacob, Margaret, 1994. Telling the Truth about History (New 
York, London: W. W. Norton and Company), p. 198. 
Jenkins, Keith, 1991. Re-thinking History (London, New York: Routledge), p.26. 
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In the context of postmodern condition, historiography was attacked in 
many aspects, such as epistemology and methodology. Written history 
considered as a kind of vocation and the best way to teach history by traditional 
historians met the most serious challenge. It was not regarded as the way to 
presents "narrative" history instead of history "as it actually was". Michel 
Foucault even claimed that his own historical works were all "written fictions”". 
Alun Munslow points out that the important question of historiography "is not the 
dog-eared modernist one of the whether history is an accurate science, but the 
postmodernist one of how and why when we write about the past, we cast it in a 
particular narrative form".'^ He explained "historical narrative" as followed: 
Whatever we decide, it follows that history cannot exist for the reader 
until the historian writes it in its obligatory form: narrative. What do I mean 
by narrative? When we explain in history we place its contents as events in a 
sequential order, a process usually described as the telling of a story. No 
matter how extensive are the analytical apparatuses borrowed from the social 
sciences and brought to bear on the past, history's power to explain resides in 
its fundamental narrative form.'® 
The way narrative initially presented itself as a problem to philosophers is 
an outgrowth of their well-established interest in the question of whether history is 
an explanatory discipline. The common wisdom echoed the view of historians that 
a narrative is merely a particular historian's selection and organization of facts. 
In other words, narrative form of a historian work is mainly in literary 
“I am well aware that I have never written anything but fictions... I do not mean to go so far as 
to say that fictions are beyond truth. It seems to me that it is possible to make fiction work inside 
of truth..." Quoted in Appleby, Joyce, Hunt, Lyun and Jacob, Margaret, 1994. Telling the Truth 
about History (New York, London: W. W. Norton and Company), p.210. 
Munslow, Alun, 1997. Deconstructing History (London, New York: Routledge), p.5. 
16 Munslow, Alun, 1997. Deconstructing History (London, New York: Routledge), p,2. 
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significance. 
Complaints about narratives imposing upon their materials are it is too 
arbitrary, or at any rate cannot reflect the original reality. What of the claim that 
narratives apply distinctions and assert relationships that are mainly because of 
literary interest? One focus of many critiques of it is on the "closure" that 
narratives typically seek to achieve. Narrative skeptics like Hayden White 
asserted that the definition of "begin", "middle" and "end" is artificial. It is 
actually a product of aesthetic and/or moralizing imagination. The real world, 
White claimed, has no beginnings or endings; these are imposed upon an 
accommodating subjective matter for purposes that, since they cannot reflect 
reality, can only, in the end, be ideological.^ 
Another focus of critiques of the idea that narratives might adequately 
reflect reality is on the retrospective judgements they characteristically contain. 
It has sometimes been contended that, to describe something partly in term of its 
future is not to describe it "as it actually was”，but only as it later may appear in 
the context of a narrative. K is only in the story, declared by Louis Mink, that 
Columbus discovered America.'® 
Some other historians provided their own definition of the effectiveness of 
narrative. For example, Peter Munz suggests that the difference between fiction 
and non-fiction (or historicity) does not depend on the degree of accuracy with 
17 White, Hayden, 1987. The Content of the Form: narrative discourse and historical 
representation (Baltimore: John Hopkins University Press), p.x, 23-24. 
18 Mink, Louis 0 ” 1987. Historical Understanding (Ithaca: Cornell University Press), p.60. 
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which the separate facts are ascertained. It depends, on the contrary, on the 
generalizations employed to link the separate facts to one another. If the 
generalizations are used by the people the story is about, it is then non-fiction.'^ 
But his definition is not complete yet. The basic problem is how to define 
“generalizations used by the people". Furthermore, what do we think of power: 
who is the people? 
Besides “narrative，，，"discourse" is also a new term that was seldom used in 
traditional description of historiography. Discourse is a common term in 
postmodern works. It also appears in a lot of works about historiography in 
recent years. In the book Re-thinking History，Jenkins particularly explained 
discourse in historiography as followed: 
I use the term discourse throughout this book... in the sense that it 
relates people's thoughts about history to interests and power. Thus, to be in 
control of your own discourse means that you have power over that what you 
want history to be.... Similarly, the use of the phrase "the discourse of 
history", means that... you actually see history as a "field of force", a series of 
ways of organizing the past by and for interested parties which, in their 
direction, would like to carry you with them. This field is a “field of force" 
because in it these directions are contested.... Using the term "discourse", 
then, indicates that we know that history is never itself, is never said or read 
(articulated, expressed, discoursed) innocently, but that it is always for 
someone? 
Exploring the question "whose history" is to explore the influence of 
,.ideology on historical writing, i.e. the issue of power. In the years of advocating 
Munz, Peter, 1997. "The Historical Narrative", in Bentley, Michael ed, Companion to 
HistoriographyiLondon, New York: Routledge, 1997), p.851-872. 
20 Jenkins, Keith, 1991. Re-thinking History (London, New York: Routledge), p.l, note 1. 
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historical outlook, historians believed that they could stand isolate from ideology. 
Therefore, "whose history ” was not a real question. History is human's history. 
Such thought was first forwarded in the White-superior cultural outlook in Europe. 
Historians in different countries wrote various versions of the same period history 
around World War I. Some historians even served for totalitarianism and created 
historical outlook which eulogize extreme democracy. The relation between 
historical writing and ideology was discovered then. Historians couldn't claim 
that they told and wrote history as god any more. It is till recent decades, when 
the racial problem rose in western countries, orientalism and postcolonism were 
forwarded and the research of feminism became popular, that the issue of 
discourse in history is raised again. 
One of the core questions among the debate of modernist historians and 
postmodernist historians comes out of the belief, held by hardcore empiricist, that 
history is a practice founded on the objective reconstruction of the fasts, through 
which we can get close to what actually happened in the past. This is what the 
famous philosopher of history, R. G. Collingwood called "naive realism" 
Traditional historians look at the world as a god. They always consider 
themselves as the most objective and can absolutely isolate from the issue they are 
talking about. 
Edward Hallett Carr suspects the way of claiming objectivity. Although he 
suggests that if we want to prove our history, we should "make it more scientific". 
Those historians point out that "the fact of history cannot be purely objective" 
21 Collingwood, R. G.’ 1946. The Idea of History (Oxford, Oxford University Press, 1994 revised 
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because "they become fasts of history only in virtue of the signification attached 
to them by historian". The objectivity of fact cannot be objectivity of fact, but 
only of relation between fact and interpretation, between past, present, and 
fUture.22 If we consider that the meaning of objectivity is that, like what Michael 
Standford says, “our ideas, judgements and statements should be formed wholly 
from the object (whatever it maybe) under consideration" We should solve a 
lot of problems then. The first is the impossibility of "wholly". The second is 
the language problem from "considerate" and then the problem of ideology, etc. 
It is too idealistic if we are still seeking wholly objectivity. 
It is impossible to write history without the author's own or a group's 
opinion. We can never find an absolutely objective way to study history. The 
point is that, those who claim knowing what history is already carried out an act 
of interpretation. Jenkins then points out that: There is no such thing as an 
"unpositioned center"; no possibility of an unpositioned site. The only choice is 
between a history that is aware of what it is doing and a history that is not?* 
From Foucault, Derrida to Martin Heidgger and Nietzsche, we can see the 
postmodernists' suspicion towards historical objectivity. Although in different 
eras, both Nietzsche and Heidegger attacked historicism and its central concern, 
man. History, they argued, neither is unfolded in linear fashion, nor reveals truth 
in the process of development over time, but rather moves through an arbitrary set 
edition), pp.302, 390-395. 
22 Carr, Edward Hallett, 1961. What is History? (Penguin Books, 1964)，p.85, 121. 
23 Stanford, Michael, 1998. An Introduction to the Philosophy of History (Maiden: Blackwell) 
P.50. ’ 
24 Jenkins, Keith, 1991. Re-thinking History(London, New York: Routledge), p.69. 
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of crises, disjunctures, and disruptions. Nothing necessarily comes followed. 
Causation should be pitched out along with human agency and social structuring. 
Historians who invented the myths of modernity could not hope to be more 
objective than any other social scientists. Human beings do not achieve a 
separation from the objects they study; they simply invest them with their own 
values.25 
The historians who are enthusiastic on historiography, such as Joyce 
Appleby, provided a new theory of objectivity while criticizing the irresponsible 
postmodernists. His version of objectivity concedes the impossibility of any 
research being neutral and accepts the fact that knowledge-seeking involves a 
lively, contentious struggle among diverse groups of truth-seekers. He advocates a 
convincing case for the qualified objectivity must come to terms with the 
undeniable elements of subjectivity, artificiality, and language dependence in 
historical writing. Joyce even redefines historical objectivity as an interactive 
’ relationship between an inquiring subject and external ob jec t . Although he is a 
bit incapable of defending for postmodernism, and he couldn't persuade 
postmodernists to believe that he can clear up the critique of traditional 
historiography within his own system, he at least admits the non-objectivity of 
historiography. He is wise to put the so-called new theory of objectivity into 
psychological pursuit. However, these statements will be regarded as language 
game and the result from power if they are put into Jenkins', Foucault or 
Derrida's system. 
25 Appleby, Joyce, Hunt, Lyun and Jacob, Margaret, 1994. Telling the Truth about History (New 
York, London: W. W. Norton and Company), p.211. 
26 Appleby, Joyce, Hunt, Lyun and Jacob, Margaret, 1994. Telling the Truth about History (New 
York, London: W. W. Norton and Company), p.254-261. 
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Historians always mention another kind of attitude when seeking objectivity. 
That is looking at the issue in the ancient context. Historians will put themselves 
into action and imagination and re-enact the agents' thoughts. We call it as 
"empathy", just like the movie Being John Malkvoich ^^  last year. However, 
being in context can only be an attitude of living, but not an academic way to seek 
objectivity or truth. Such method cannot survive under philosophical defense. 
The philosophical problem of “other minds", as discussed by Wittgenstein and 
others, considers whether it is possible to enter into the mind of another person we 
know well and who is beside one, and concludes that it is not.^ ^ Historians, 
however, have disregarded this conclusion and have continued to raise questions 
that are based on the assumption that it actually is possible to enter lots of minds, 
even minds we cannot possibly know well, and which are far away from us in 
space and time. 
The suspicion on traditional historiography finally directs to the issue of 
truthfulness. Few historians today would argue that we write the truth about the 
past. It is generally recognized that written history is contemporary or present 
orientated to the extent that historians not only occupy a platform in the here-and-
now，but also hold positions on how historians see the relationship between the 
past and its traces, and the manner in which we extract meaning from them. 
Carr claimed that the concept of absolute truth is not appropriate to the 
27 Their official site at http ://wwrw.bdngjohnmalkovich. com/. 
28 Wittgenstein, L.，1983. Philosophical Investigations (Oxford: Blackwell); Jones, O. R., 1971. 
The Private Language Argument (London: Macmillan). Quoted in Jenkins, Keith, 1991. Re-
thinking History{hovi&oj\, New York: Routledge), p.39 and note 12. 
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world of history. It is only the simplest kind of historical statement that can be 
judged absolutely true or absolutely false.^^ Carr already abandoned absolutism 
and yielded to relativism. Foucault's famous works talk about the issue of 
making and discourse of history all the time. He makes truth nothing more than 
the will of powerfulness within discourse. Derrida questions the enterprise of 
seeking something called truth in the face of the endless play of signifiers. 
Jenkins's thinking has some common points as Foucault's and Derrida's. He 
points out the language limit: we are partners with uncertainly; we have disturbed 
truth, have tracked it down and found it to be a linguistic sign, a concept. Truth is 
a self-referencing figure of speech, incapable of accessing the phenomenal world: 
word and world, word and object, remain separate?�Looking at the problem in 
language construction way, we find that histories can also be located in a cultural 
constructing context. Jenkins says that “nothing knowable is of natural kind". 
Therefore, "to live in a culture is to live in and through a code, a language，？' 
Signal and language build up culture. The world is also a built world because we 
get to know it through signal and language. The world then is a kind of 
imaginary instead of a real world. If we agree Michael Stanford's thinking, 
"when we ask of a historical account, ‘it is true?' We should consider not just 
whether each statement fits the facts. It is proper also to ask whether the whole 
piece is right, honest, straight, reliable, and even honorable. Dose it play fair with 
its reader? Does it do justice to its subjects?，，32 Then, the concept of truth is 
pointed to an ethical dimension, and the duties of the historians are moral as well 
-29 Carr, Edward Hallett, 1961. What is History? (Penguin Books, 1964), p.210. 
Jenkins, Keith, 1991. Re-thinking History{London, New York: Routledge), p.29-30. 
31 Jenkins, Keith, 1999. Why History? Ethics and Postmodernity (London, New York: Routledge), 
P.M. 
32 Stanford, Michael, 1998. An Introduction to the Philosophy of History (Maiden: Blackwell), 
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as epistemological. 
The truthfulness of history is suspected in many occasions. I，myself, 
doubts about it, too. However, it doesn't mean I deny true history exists. First, 
I believe truth history does exist. But it cannot be narrated in any ways, 
including written description, oral spreading and visual re-playing. Second, if 
we are not too strict to the technical linguistics, separating history will show its 
true features. For example, we can confirm that something is or was there, some 
event has happened, and the happening time and location of it. However, 
historians never focus on such separating event, time or location. (Perhaps it's 
because they can prove none of them.) These are just a small part of the whole 
history. Historians would rather use certain methods to gather, analyze and 
deduce the event, in order to find the real reason, re-construct the whole process 
and define the meaning of the event. This is historiography. However, my 
doubt of the truthfulness of history is exactly because I suspect the ability of 
historiography to find truth. 
Historians are very easy to (or look like easy to) emphasize on the 
truthfulness and justice of (their own) narrative of history. The reason is like 
Jenkins said, in epistemology, if historians don't serve for some profits on purpose 
or are controlled by ideology, they tend to believe that they already find truth. 
Furthermore, historians are never willing to ignore the weakness of this kind of 
epistemology consciously or unconsciously;�. On the other hand, historians 
always don't care too much about methodology. Jenkins said, "history is a 
“Jenkins, Keith, 1991. Re-thinking History{London, New York: Routledge), p. 10-12. 
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shifting discourse constructed by historians and that from the existence of the past 
no one reading is entailed: change the gaze, shift the perspective and new readings 
appear. Although historians know all about this, most of them seem to 
studiously ignore it and strive for objectivity and truth nevertheless. And this 
striving for truth cuts through ideological/methodological positions”]*. All of the 
above reasons decide that historians are not easy to find truth. 
Historians met a lot of barriers in the practice of making history. All these 
barriers influenced the reputation of truth. For example, the individual view of 
value, the assumption of epistemology, the read books and other authors' works, 
writing, the process of publishing and the communications among readers�� . If 
analysis is added to the last point, it will beyond my research points in this article, 
and beyond my ability. Of course, there are many more examples, such as social 
substantial circumstance, social status of historians and their narrative 
circumstance, for example, academic institution's. All of them influence the 
making of truth more or less. We can check the extent by our experience and 
how much we know about the social state. 
The critiques towards postmodernism come from everywhere. However, 
such critiques are not very active in the discussion of postmodern history. It's 
probably because historians are always calm and silent. Another possibility is 
these critiques are not considered as a real problem yet. In my mind, the 
34 Jenkins, Keith, 1991. Re-thinking History{London, New York: Routledge), .p. 13-14. 
35 Jenkins has detailed explanation on those points, see Jenkins, Keith, 1991. Re-thinking 
History{London, New York: Routledge), p.20-25. 
36 Appleby, Joyce, Hunt, Lyun and Jacob, Margaret, 1994. Telling the Truth about History (New 
York, London: W. W. Norton and Company). 
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potential problems in historiography can be solved only by discussion. 
Obviously, nowadays, history cannot claim to be straightforwardly scientific 
in the sense that we understand the physical sciences to be because it does not 
share the protocol of hypothesis-testing, does not employ deductive reasoning, 
and neither is it an experimental and objective process producing incontrovertible 
facts. Hence Munslow suggests that the better we do it does not guarantee we will 
get closer to the truth." Munslow defines himself “as a self-reflexive historian", 
he defines written history as a socially constituted narrative representation that 
recognizes the ultimate failure of that narrative form to represent either accurately 
or objectively. We can study the past only by first probing the nature of history as 
a discipline.^® To Jenkins, "history is a discourse about, but categorically different 
from, the past..." Therefore, he prefers always to register this difference by using 
the term "the past" for all that has gone on before everywhere, whilst using the 
word "historiography" for history?^ For the balance of the truth and narrative, 
Munslow says that, "the past is negotiated only when historians represent it in its 
narrative form and that historical interpretation should not close down the 
meanings of the past to pursue what the best must remain an ersatz "truth". Indeed, 
we ought to be more open to the possible meaninglessness or sublime character of 
the past.'"*' 
Although scholars such as Joyce Appleby are considered as anti-postmodem 
historians, the term "democratic practice of history" they forwarded is valuable. 
“Munslow, Alun, 1997. Deconstructing History (London, New York: Routledge, 1997)，p.4 
38 Munslow, Alun, 1997. Deconstructing History (London, New York: Routledge, 1997), p. 15. 
39 Jenkins, Keith, 1991. Re-thinking History (London, New York: Routledge), p.6. 
Munslow, Alun, 1997. Deconstructing History (London, New York: Routledge, 1997), p.5. 
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They argue that a democratic practice of history encourages skepticism about 
dominant views, but at the same time trusts in the reality of the past and its 
knowability. To collapse this tension in favor of one side or the other is to give up 
the struggle for enlightenment. An openness to the interplay between certainly and 
doubt keeps faith with the expansive quality of democracy. This openness depends 
in turn on a version of the scientific model of knowledge, based on a belief in the 
reality of the past and the human ability to make contact with i t . It is a 
respectable attitude to advocate democracy. But they didn't emphasize 
themselves and the subjectivity of their narrative. They would rather regard 
pursuing subjectivity as an ultimate belief. They also point out that the effort to 
establish a historical truth itself fosters civility. Since no one can be certain that 
his or her explanations are definitively right, everyone must listen to other voices. 
"All histories are provisional; none will have the last word.'"^^ 
Except the endless argument between subjective and objective, when we 
choose a topic of history or a way to do research work, it's always up to we like it 
or not. Jenkins indicates that almost all systems of historical theories and 
historical methodology can justify themselves and criticize themselves within 
their own system. So we can not say the method is right only because we choose 
it. All methods are right within its own system. We choose method advocated 
by a person just because his reason for doing history/^ 
41 Appleby, Joyce, Hunt, Lyun and Jacob, Margaret, 1994. Telling the Truth about History (New 
York, London: W. W. Norton and Company), p. 10. 
42 Appleby, Joyce, Hunt, Lyun and Jacob, Margaret, 1994. Telling the Truth about History (New 
York, London: W. W. Norton and Company), p . l l . 
Jenkins, Keith, 1991. Re-thinking History (London, New York: Routledge), p.14-15. 
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2.2 Computer game as a topic of historical study 
Historical concepts and historical research always change and are challenged. 
Especially since the latter part of 20山 century, the change of world history and the 
development of other subjects confine historiography study in an embarrassing 
state. Meanwhile, these changes promote the development of history study. Up 
to now, history study changes greatly not only in methodology but also in 
category. It doesn't mean traditional narrative of historiography lost its value, 
but besides traditional historiography, other aspects, such as special subjects and 
methods can also be accepted, especially to the students. 
If we suppose postmodern historiography finally individualized research, 
study and thinking of history, historical knowledge, experience and the 
construction of cognition are even more various. In the past, we could only get 
to know the origins of historical knowledge by the historical stories in class and 
textbooks. Situation nowadays has changed a lot. We can explore the origins 
by all kinds of media and our own life. Popular historical novels and cartoons 
are very common already. Modem electric visual media, such as movies and TV 
become the important media of broadcasting historical knowledge. Traditional 
historians underestimated the importance of mass media, or even were blind of 
them. However, such situation changes in the postmodern circumstance and the 
leading of other subjects. 
It's undeniable that the source of intelligence and knowledge for 
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contemporary persons are multiple. Electric media play a crucial role in it. The 
generation in the latter part of 20山 century is called "the generation grown up with 
television". Nowadays, besides television, computer and internet provide a 
much more dynamic world to the new generation. The generation in last decades 
is called "the generation grown up with computer and internet". In the 
generation of television, the visualization of historical knowledge included TV 
series with a historical background, documentaries and records based on TV 
images. However, they were lacking of interaction. In the generation of 
computer, historical knowledge broadcasted by electric media, too, including 
digitalized literal or graphic historical materials, materials from internet and 
computer electric games based on historical stories. If we agree that learning 
from entertainment is an effective study method, we cannot ignore the influence 
of movies and computer games in any ways. As I mentioned above, the study of 
the relation between history and movies and visual images is quite mature. So 
how computer games broadcast historical knowledge and how the historical 
knowledge from computer games accepted by human brains are issues worthy of 
study. 
The phenomenon of prosperity of computer gaming industry hastens the 
growth of an alternative of historical narrative. This kind of narrative is greatly 
different from traditional historical writing and orthodox historical work. But it 
always tends toward historical novel and moving picture. Nevertheless, in 
postmodern historians' submission, all kinds of historical narrative spare no effort 
to conceal historical truth. Their nature is the same. What is the difference is 
mainly on their modes of discourse or narrative strategies. 
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In this paper I am not intend for handling the possibility of postmodern 
history. It would rather likely to indicate some common questions which 
concerned by postmodern historians. 
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Chapter III: The Scope of Game/Play Studies 
Game exists as a kind of culture since ancient ages, whether in human or 
animal world. Observation and research about human's game started a long time 
ago. It's about 150 years ago that game was already studied as an academic 
topic. It is not a new topic in history field, either. Later, anthropology, 
psychology and pedagogy all took human's game behavior and psychology as a 
study topic. In the latest one or two decades, computer games become popular 
with the popularity of computer. Game study focuses more and more on 
computer games while cultural studies is more and more interested in computer 
games. 
In this chapter, I want to give a brief introduction of the research about game 
and computer games in some subjects, including historical studies, anthropology 
and (post-)stmcturalism approaches, psychology and pedagogy studies, cultural 
studies and recent approaches. However, there are many cross-subjects that I 
can't introduce separately, whether in methodology, objects or narrative strategies. 
3.1 Archeology of Game Studies: Historical Approach 
Traditional historians approach on game study is that they focus more on the 
evolution of gaming tools, like various boards and cards, instead of the evolution 
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of gaming idea itself. It is different from other disciplines. To them, the playing of 
formal game is opposed to "just playing". Playing game is activity for adult. 
Therefore, "Children have hitherto played with toys, not games”*� 
According to archeological and comparative approaches of historical study 
in game, Robert Charles Bell's book Board and Table Games From Many 
Civilizations^^ become classical documents. In this book Bell took down and 
commented immense number of games that were from different civilizations 
includes European, Asian, African and Middle East's civilizations. Many sorts of 
games such as race game, war game, dice game, mancala game, domino game, 
and card game are recorded from ancient ages to modem time. More valuable 
point of the book is that the collection and using of reference is impressive. Bell 
listed out a great number of articles which were mainly from journals published 
within late 18* century and former half of century. Bell also introduced over 
ten antique books about game which published within century to 19山 century in 
the appendix. 
As great works on game history, H.J.R. Murray's History of Board Games 
Other than Chess^^ and History of Chess^^ are revered by game researches 
everywhere, though they were not popular in their days and became rare as gold 
dusts. Possibly because they were just dry to read.''® 
44 Parlett, David, 1999. The Oxford History of Board Games (Oxford: Oxford University Press), 
p.x. 
Bell, Robert Charles, 1979. Board and Table Games From Many Civilizations (New York: 
Dover Publications, Inc, revised edition two volumes bound as one). 
46 Murray, H.J.R.，1952. Oxford. 
47 Murray, H.J.R, 1913. Oxford. 
48 Parlett, David, 1999. The Oxford History of Board Games (Oxford: Oxford University Press), 
p.x. 
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Deservedly, as an indispensable sense of historians, study of game can be 
classified as the object of cultural history. "Games are an essential aspect of 
cultural activity, comparable in some ways to the performing art".49 In The Game 
of Tarot^^, Michael Dummett puts that "a game maybe as integral to a culture, as 
true an object of human aesthetic appreciation, as admirable a product of 
creativity as a folk art or a style of music; and, as such, it is quite as worthy of 
study，，.51 
David Parlett's A History of Card Games^^ focus not on strategies or rules of 
procedure but rather on mechanisms and concepts of play and describes the 
evolution of particular type of card game. The Oxford History of Board Games^^, 
by Parlett too, traces back to the origin of race games, space games and chase 
games. It tries to correlate game history with psychology, ethnology, social history 
and mathematics as an inter-disciplines investigation. It also blended with a lot of 
valuable historical resources which most of them were the only existing copies or 
out of print. For list see "principal reference" in the book. 
49 Parlett, David, 1999. The Oxford History of Board Games (Oxford: Oxford University Press), 
p.x. 
50 London, 1980. 
51 Parlett, David, 1999. The Oxford History of Board Games (Oxford: Oxford University Press), 
p.x. 
52 Parlett, David, 1990. A History of Card Games (London: Open University Press). 
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3.2 Anthropology and (Post-)structuralism 
It's undeniable that game study in anthropology is comparatively deep and 
multiple. It's because anthropology focuses a lot on field study which is good 
for discovering and analyzing game behavior. Another reason is anthropology 
always uses theories and knowledge of other subjects in its own study. For 
example, Cultural Anthropology, Structural Anthropology and Functionalism 
Anthropology are the theories introduced by anthropologists from other subjects. 
Therefore, anthropologists' observation about game is more thoroughly. Their 
works and opinions are used to study computer games in many other subjects, too. 
Homo Ludens: A Study of the Play Element in Culture�"^ by Johan Huizinga 
is the first book I should mention about game study in anthropology. It is a 
classical work of constructuralism. The author discovered that human behaviors 
always have game feature in all kinds of civilization and modem cultures, such as 
language, war, getting and making knowledge, creating and playing poems and 
operas, myths, arts and law, etc. 
Later, many other anthropologists tried to follow Huizinga's way to explore 
different types of games in social crowds. Structural anthropology provides a lot 
of evidence to prove that games represent society, such as Alyce Taylor Cheska's 
Traditional Games and Dances in West African Nations^�Clifford Geertz showed 
53 Parlett, David, 1999. The Oxford History of Board Games (Oxford: Oxford University Press). 
First German edition published in 1938. 
“Schomdorf: K. Hofmann, 1987. 
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how games structurally reflect (often backwards) the values of a society. The 
game, he argued, reminds players of the overlap between their own and their 
society's values.^ ® Thus games function as social ritual. And the ritual is how 
society should be. 
Other studies have attempted to approach the subject from a more qualitative 
perspective. They often use theories derived from post-structuralism to examine 
the construction of identity in games. Some theorists explore relationship between 
games and notions of masculinity, and argued that simplistic notions of effects 
dramatically underestimate the sophistication of the readers. Similarly, some 
argues that it is necessary to explore more thoroughly the relationship between 
game players and games before being engaged in debating about the social 
benefits or dangers of the medium.“ 
"Play as a path for liberation" by Karin Volkwein examines the role of play 
within society. He argued that play element contribute to the liberation of mankind 
from the dehumanizing processes experienced in capitalist society. In his point of 
view, play can be a liberating force in that it has the potential to point beyond 
everyday social reality, which provides the opportunity to oppose the given social 
structure. 58 
All the examples above just show some common points of anthropology or 
Geertz, Clifford, 1980. Negara : the theatre state in nineteenth-century Bali (Princeton: 
Princeton University Press). 
“Finn, Mark, 2000. "Computer Games and Narrative Progression", in M/C: A Journal of Media 
and Culture v.3.5, October 2000, at http://www.api-networkxom/mc/0010/narrative.html bits 4-6. 
Volkwein, Karin A. E.，1991. "Play as a Path for Liberation: A Marcusean Perspective", in Play 
and Culture v.4 1991. 
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subjects influenced by anthropology. Game study in anthropology is far beyond 
them. Actually, the study of the relation between game and society is not a novel 
topic and is worthy of exploring. We can see the role of game in the developing 
of modem society. Puritan and Calvinistic thinking played a significant role in 
the phenomenal success of this society, but we paid a dear price. "We are very 
driven and compulsive society.... In ancient Hindu scriptures the game of 
knowledge, called leela, is nothing less than the game of life and a method of 
enlightenment. The principles of enlightenment [in ancient Eastern societies] are 
also very prominent features of Buddhism [and Zen]”.59 Different attitudes 
towards game indicate the difference between societies. If there is enough space to 
accept all individual attitudes towards game, the society with the success of 
industrialization will be lower developed than the society resisting games. The 
attitude of western society towards the concept of time, play and leisure changed 
essentially since the enlightenment of scientific senses, especially since the theory 
of Protestant ethics was forwarded by Max Weber^. The society requires the 
sense of achievements (including the achievements of finance and social status). 
More rules are made under such requirement. So the sense of individual 
existence is more important than the sense of playing. We even can say that the 
achievements of industrialization are based on the sacrifice of human game space. 
The playful attitude is contrasted with the survival attitude. Many scholars say 
that western society nowadays is “lacking something". It is a re-discovery of 
game attitude and critique of modem society that oriental religions and ancient 
thoughts become hot issues in west. 
59 Lurker, Ernst, 1991. "Zen and the Art of Playing", in Play and Culture v.4 1991. 
60 Eisen, George, 1991. "The Concept of Time, Play, and Leisure in Early Protestant Religious 
Ethic", in Play and Culture v.4 1991. 
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3.3 Psychology and Pedagogy 
Contemporary education agrees that learning from entertainment is an 
effective way of study, especially in the period of pre-school education. 
Children are easier to absorb knowledge by playing games. Such pedagogy is 
used in kindergarten and primary school, and probably will be used in middle 
school soon. Actually, the process of growing up and increasing knowledge is 
connected with society all the time. This is what sociologists call "sociolization". 
The importance of game on the psychological growing can never be ignored, 
either. Social psychologists and educators already did a lot of work about the 
topic. Here I concern more about what they think of the new electric games 
and computer games influence children's growing up. 
Psychological study of game first concerns about how the difference between 
virtual world created by games and real world influence a person's own growing 
up. The most important difference is the motive of playing games. In another 
words, although a person can't realize his dream in the reality, he can realize it in 
virtual world. We can gain something in the process and result of playing game 
without any responsibility. Therefore, game can be seen as representative of 
power struggles and unspeakable impulses. However, character's behavior 
doesn't need to conform with reason. Imbued in an animate piece or a disguised 
identity, games guarantee all performances free from the mundane rules. Most 
important, game players don't care about the game goal too much. Neither chain 
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of causes and effects nor chain of means and ends is supposed to connect the 
game world with the real world or ordinary life. 
Thus, some theorists claim that the game world is a privileged space. It is 
difficult to attack the safety of game space. The temporary "other where" of 
experience is the place where nothing really matters: no life is actually sacrificed; 
no death is permanent; no loss is irreversible. Games are interactive, 
simultaneously controlled and risky. If the player wins, there's a little celebration 
for him at the end of the game. If he loses, it was only a game. Afterwards it 
ceases to matter: handshakes all round and down to the pub.^' 
French sociologist Roger Caillois, proposed four categories in which most 
games fit: games of chance, where the outcome results from fate rather than 
player's skills; games of vertigo, that aim to impose a disorder in the bodily senses; 
games of competition, in which adversaries are provided with an artificial equality 
at the outset and compete to show their superiority; and games of simulation, in 
which players create an imaginary universe and see themselves as someone in it. 
A psychoanalytic interpretation of these four categories helps to get an even 
clearer understanding of the role of games in contemporary culture. According to 
this theory, playing is a response to unconscious motivations, and games could 
fulfil a function similar to that of dreams, slips of the tongue and actions alike. 
Discussion can be extended on the base of the four theories: games of chance 
symbolize the death drive since it is a bet against destiny; games of vertigo, by 
pushing the senses to a radical level of disarrangement and ecstasy, denote the 
61 Farley, Rebecca, 2000, "Game", in M/C: A Journal of Media and Culture v.3.5, October 2000, at 
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symbolization of sexual intercourse; games of competition are related to the 
Oedipus complex -- the rivalry between parents and children, or amongst siblings; 
and games of simulation refers to the construction of identity, an occasion when 
players work out a way to shape their own identity roles.^^ 
All the discussions above are general introduction of the concept of game. 
The development of electric and computer games recently increases the contents 
and space of computer games. The computer game is perhaps the fastest 
growing and most quickly evolves cultural leisure technology in the western 
world. Thirty years ago, strategy games were screens of text instructions and a 
prompt where you could type a weather forecast. Today many games are 
flawlessly shaded and rendered polygons. In any case, the critical study of games 
began in the eighties. The focus initially was on the psychology of the gamer. 
Most game players were children and teenagers during this period, and the 
focussing of their leisure time on this new and strange computer technology 
became a source of extreme moral panic for educators, parents and researchers 
a l ike . 
In a well-known paper, Catherine Beavis takes Nintendo and computer 
games as a central example of the texts of the new technologies. It focuses on 
research about young people's engagement with these games. Some of the 
assumptions, tensions and contradictions are characteristic in this field, with 
ht^;//-www.api-netm)ij^xom/mc/QQ 1 Q/ganie,html bits 5-6. 
“Cabral Filho, Jose dos Santos, 2000. "Flip Horizontal: Gaming as Redemption", in M/C: A 
Journal of Media and Culture v.3.5, October 2000, at htlp://ww-w.api--
networLcom/mc/OO^lO/flipJUml bits 5-6. 
63 Caldwell, Nick, 2000. "Settler Stories: Representational Ideologies in Computer Strategy 
Gaming", in M/C: A Journal of Media and Culture v.3.5, October 2000, at http://www.api-
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particular reference to constructions of reading and of the young person or child.似 
Sherry Turkic says that video game is a window onto a new kind of intimacy with 
machines that is characteristic of the nascent computer culture. The special 
relationship between players and game itself has some elements that are common 
to interaction with other kinds of computers?� The question is: what are 
implications of such developments and scenarios for educators and teachers and 
all those who work with the young, in the context of a burgeoning media culture? 
For adults and children who play computer games, who use computer to 
manipulate words, information and visual images, especially for those who leam 
to design programs, computer enters into the development of personality, identity, 
and even sexuality. Bill Green hence quests that: Is that possible that computer 
game will be taught in media culture today and tomorrow, and to be living and 
learning, and growing up, in a social context increasingly characterized by 
profound techno-cultural transformations and a new social order significantly 
organized around information and the image? More specifically, what is the 
significance of video-computer games and what we shall describe here as 
Nintendo culture, in relation to education and primary schooling and, more 
generally, children's experience and the discourse of childhood?^^ 
network.com/mc/0010/settlers.html bit 1. 
^ Beavis, Catherine, 1998. "Computer Games: Youth Culture, Resistant Readers and Consuming 
Passions." Austi-alian Association for Research in Education annual conference: Research in Education: 
Does it Count. Adelaide, 29 November - 3 December 1998, a t 
h t t p : / / w w w . G w i n . G d u . a u / a Q r G / 9 8 p a p / b G Q Q 8 1 3 Q . h t m l . 
65 Turkic, Sherry, 1996. Life on the screen: identity in the age of the Internet. (New York: Simon & 
Schuster), p.66-73. 
66 Green, Bill; Reid, Jo-Anne and Bigum, Chris, 1998. "Teaching the Nintendo Generation? Children, 
Computer Culture and Popular Technologies", in Howard, Sue eds., Wired-Up: Young People and the 
Electronic Media (London: UCL Press, 1998)，p.21. For more details of discussions of Nintendo 
generation see the same article. 
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However, educators and critics believe that the connection between game 
and violence is very close. As one of the more visible manifestations of the 
boom in new media, computer games have attracted a great deal of attention, both 
from the popular press and from academics. In the case of the former, much of 
this coverage has focused on the perceived danger games posing in the young 
mind, whether that danger be physical (in terms of bodily atrophy due to inactivity) 
or social (in terms of anti-social and even violent behavior, caused by exposure to 
specific types of content). The massacre at Columbine High School in the United 
States seems to have further fuelled these fears, with several stories focusing on 
the fact that the killers were both players of violent video games. These concerns 
have also found their way into political circles, promoting a seemingly endless 
cycle of inquiries and reports. 
Academic discourse on the subject has, perhaps somewhat surprisingly, 
tended to adopt a similar line, tracing out a return to the dark days of media effects 
theory. This is especially true that those studies are focusing on the psychological 
aspects of computer game. Some critics specifically aimed at investigating "to 
what extent, if any, aggressive computer game playing would have on individuals 
of different personality composition, and in which particular aspects of 
aggressiveness this might be experienced". It also points out that the relationship 
between gender and violent computer games arguing that the level of violence 
depicted in a game directly affects the interaction between players of different 
genders. 
Almost without exception, these studies come from the experimental 
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tradition of media research, often employing laboratory experiments in order to 
test their hypotheses. As the problems with this methodology have been covered 
extensively elsewhere" 
3.4 Cultural Studies and Recent Approaches 
Cultural studies started in Britain in 1950，s. Nowadays, it becomes a hot 
and vanguard subject in humanities. Although its theories are various, its 
narrative policies are consistent. The consistency shows in the deep analysis of 
cultural apparent phenomena, especially in its focusing on all kinds of power. 
Furthermore, everything can be an object of cultural studies, such as cyber-culture 
and techno-culture. 
Scholars of cultural studies define the study of computer culture in 
multimedia and new media studies field. We are already familiar with 
multimedia while new media is still a new term. It means all kinds of media 
with the center of computer and the internet. The biggest difference between the 
new media and traditional media is the feature of interaction. Explorations of the 
multimedia and media game format within cultural studies have been broadly 
approached from two perspectives: one, the impact of technologies on user 
interaction particularly with regard to social implications; and the other, human 
computer interactions within the framework of cyber culture. Another approach to 
understand or speak about games within cultural studies is to focus on the game 
67 Finn, Mark, 2000. "Computer Games and Narrative Progression", in M/C: A Journal of Media and 
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experience as cultural practice - as an activity or an event. 
There are perhaps too many concerned issues. Here I just illustrate a 
conference held two years ago. In 1999，the conference, Re: play, Game Design 
+ Game Culture conference, held in New York City declared it is "an 
interdisciplinary dialogue about on of the late 20"^  century's most vibrant cultural 
forms". This kind of cultural form is the digital game. The conference "united 
digital theorists, game developers, media critics, computer scientists, scholars, 
researchers, hackers, and professional game players with the public for an 
afternoon of intensive debate about the past, present, and future of games". There 
was also an online forum during July 19 to August 20 in the same year. In the 
conference and the forum, there were four main topics to discuss: gaming rules 
and structure, game as simulacra, game as narrative and game as exchange. The 
following are the outlines of the topics: 
Gaming Rules and Structure 
Is it still a game if you don't play by the rules? 
Every game has a set of rules. The rules might be thousands of lines of code 
or a few lines on the back of a boardgame box, but at some level all games are 
structural objects. This module looks at games as dynamic systems and explores 
what gives them their unique structural identity. Possible topics for discussion 
include: 
-game rules and game play 
-computation and systems theory 
-emergent complexity and artificial life 
- the formal qualities and underlying structures of games 
-genres and taxonomes of games 
-games as goal-oriented structures of desire 
-digital vs. non-digital games 
Culture v.3.5, October 2000, at http://www.api-network.eom/mc/0010/narrative.html bits 1-3. 
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-game design as a design field 
Game as Simulacra 
Are you playing for real or just playing? 
As game technology advances, the simulated experiences of games become 
richer, deeper, and more complex. But are games bringing players closer to 
"reality" or just deeper into play? This Module looks at the simulated sensorama 
of games in order to dissect our notions about games and their capacity for 
representation. Possible discussion topics include: 
-games as a representational medium 
-game aesthetics and 3D 
-input & output technologies and speed 
-politics and strategies of representation within games 
-simulations of real-world phenomena 
-immersion (defining it and problematizing it) 
-pop culture style and games 
-represented violence in games 
Game as Narrative 
Game Over. End of Story. 
Digital games may be the next major storytelling form, following media like 
theater, the novel, opera, radio, cinema, and television. But the intersection of 
narrative and interactivity remains an open question. This Module examines how 
games are expanding notions of narrative - and vice versa. Possible topics for 
discussion include: 
-new kinds of storytelling that games make possible 
- i s every game a story or every story a game? 
-interactivity vs. narrative 
-psychological qualities of game stories 
-character and narrative representation in games 
-games and other storytelling media (literature, comix, film, hypertext, etc.) 
- the pulp-centric culture of game narratives 
Game as Exchange 
- Am I playing with you or against you? 
In addition to being structural, representational, and narrative systems, 
games are also systems of social interaction. From intricate fighting games to 
clan grudge deathmatches to online weddings, digital games are pioneering 
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new modes of identity and community. This Module looks at the rich social 
fabric of gameplay and game culture. Possible topics for discussion include: 
-social interaction and gameplay 
-single-player vs. multiplayer vs. massive multiplayer games 
-competitive and cooperative games 
-relationships that form around games 
-games vs. social exchange activities like ebay and day trading 
-impact of the Internet on the design and business of gaming 
-virtual gaming communities^® 
As we can see, research about games in the computer generation becomes 
popular, especially in the last two or three years. At least five or six big 
conferences were held in different countries, such as European countries, America 
and Australia, (details are in bibliography) Moreover, academic books about 
computer games are published in rapid speed. Here, I want to introduce some 
concerned articles besides all books I mentioned before. There is a series of 
essays about video game and computer game on Cultural Studies' approaches in 
the online journal, M/C, of University of Queensland. Concluding their 
approaches, Cultural Studies emphasizes that game is the metaphor of 
contemporary life. They intervene in the debate of the role of the game in the 
formation of identity in contemporary culture's continuous debate about the power 
of technological determinism, explore the connections between his ontology of 
continuity and the movement of signs within a postmodern, virtual, networked 
environment, discuss the relationships between the body, media, truth and 
representation, argue for game theories that recognize the essential element central 
to all gaming experiences: the player. They also look at the shifting aesthetic 
relationship between words and images in new media, identify the limitations of 
68 "Game as Exchange", Re: play, culture, game, design, online forum, at 
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critical approaches that focus mainly on the screen and on-screen events, call for 
an expanded aesthetics of gaming that recognizes the possibilities for hybrid, 
cyborg players to narrate performance, play and self, examine the varying degrees 
of success with which theories from existing media have been applied to computer 
games.69 
Besides cultural studies, many other subjects and academic schools study 
computer games, too. For example, in Semiotics, “Computer Game Semiotics" 
by David Myers focuses on the fundamental issues of formalism, structuralism, 
and deconstructuralism which are related to Claude Levi-Strauss and Jacques 
Derrida's theories.?�Naturally, in the trend of women studies, computer game 
becomes one of its objects. Generally, when we mention game designing and 
playing, we suppose that the object is boy. Women studies which is famous for 
its sensitivity won't ignore computer games in any ways. One of the latest books 
is an anthology titled From Barbie to Mortal Kombat based on an Women 
Studies Symposium of MIT^'. It includes 14 essays and articles about case 
studies, critical theoretical analysis and economic-cultural approaches co-worked 
by industry representatives and academics. In a recent essay Sara McNamee 
ht^://www�eyebeam,org/replay/html/module4’html. 
69 M/C: A Journal of Media and Culture v.3.5, October 2000. Articles includes: Marshall, P. David 
and Morris, Sue, "Editorial: 'Game'"; Cabral Filho, Jose dos Santos, "Flip Horizontal: Gaming as 
Redemption"; Dodd, Adam, "The Fortean Continuity of eXistenZ within a Virtual Environment"; 
Farley, Rebecca, "Game"; Bmns, Axel; "The Knowledge Adventure: Game Aesthetics and Web 
Hieroglyphics"; Wilson, Jason A, “Odyssey Renewed: Towards a New Aesthetics of Video-
Gaming"; Flynn, Bemadette, "Towards an Aesthetics of Navigation: Spatial Organisation in the 
Cosmology of the Adventure Game"; Finn, Mark, "Computer Games and Narrative Progression"; 
Pargman, Daniel, "The Fabric of Virtual Reality: Courage, Rewards and Death in an Adventure 
MUD"; Levine, Greg, "Technology and Sport"; Caldwell, Nick, "Settler Stories: Representational 
•‘ Ideologies in Computer Strategy Gaming"; Morgan, Carol, "Capitalistic Ideology as an 
'Interpersonal Game': The Case of Survivor"; Juul, Jesper, "Game Liberation". Index at 
http://www.api-network.corn/mc/archive,html#game. 
Myers, David, 1991. "Computer Game and Semiotics", in Play and Culture v.4 1991. 
Cassell, Justine and Jenkins, Henry edited 1998. From Barbie to Mortal Kombat: Gender and 
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argues that the home has traditionally been the site of young women's leisure 
activities but that increasingly male youth are spending their spare time indoors 
too. By discussing the use of computer and video games, McNamee investigates 
the way teenage boys and girls contest each others right in the home/^ In the field 
of literary theory, some works endeavor to imitate literary theory on computer 
game studies as well as use it on analysis of other electronic medias such as 
television and movie studies. Julian Kiicklich tries to approach acknowledging the 
influence of the theoretical framework on the object of inquiry are capable of 
providing us with valuable insights into questions of genre, reader response and 
narratology. And Kiicklich concludes that, “a comprehensive theory of computer 
games is far from completion.”73 
“Computer Game(Cambridge, London: MIT Press.) 
72 McNamee, Sara, 1998. "The Home: Youth, Gender and Video Games: Power and Control in the 
Home", in Skelton, Tracey and Valentine, Gill eds, Cool Places: Geographies of Youth Cultures 
(London, New York: Routledge), p. 195-206. 
73 Kiicklich, Julian, 2001. "Auf der Suche nach dem verlorenen Text: Literaturwissenschaften und 
Computerspiele", PhiN, 15/2001, 25-42, at http://www.fu-bei1in.de/phin/phinl 5/pl5t2,htm. 
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Chapter IV: Romance of Three Kingdoms 
Computer game is not only a kind of entertainment, but also a kind of media. 
Written words, images and games constitute the history of the Three Kingdoms. 
Written words here mean History of the Three Kingdoms (《三國志》)and 
Romance of the Three Kingdoms (《三國演義》)• The former one is an orthodox 
historical writing while the latter one is a historical novel. . In last century, stories 
about the Three Kingdoms were shot into numberless movies and TV series. 
They constitute the image history of the Three Kingdoms. Since last decade, 
computer culture becomes popular. There are a lot of computer games revised 
from history of the Three Kingdoms. They are mainly designed by Japanese and 
Taiwan manufacturers. The most famous one is the series of RTK games 
designed by Japanese company KOEI. 
History of the Three Kingdoms in computer games is different from that in 
written works, movies and TV series because it is interactive. Players control all 
historical elements as God in the game. Their destination is to unite the whole 
China by using domestic policies, diplomatic policies, wars and tricks. In this 
way, players not only create history, but also absorb historical knowledge. 
Historical knowledge in computer game depends on what kind of sources the 
designer will use and the designer himself. It makes the crisis of the cognition of 
historical knowledge in computer age. Simulation substitutes reality. Digits 
substitute images. Ideological and individual historical outlook substitutes 
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historical truth. 
4.1 The Company: KOEI 
Koei Company Limited of Japan founded in 1978. It believes that software 
can be educational as well as entertaining, and software developers may 
contribute to society through the creation and promotion of beneficial software.了々 
Since its founding, KOEI has specialized in the development of a unique 
simulation technology for the strategy game PC market. Using this technology, 
KOEI was able to create a new genre in the PC gaming market, the historical 
strategy simulation. The award-winning Nobunaga and Romance of Three 
Kingdoms series have both been acclaimed as record-breaking million-sellers in 
Japan, and established a new and profitable niche for KOEI in the PC market. 
Besides computer platform, all of KOEI's major PC titles have been converted to 
the Nintendo and SEGA video game platforms. 
Using this same simulation technology, KOEI expanded its horizons into the 
business strategy field with its Aerobiz and Winning Post series, and the Role 
Playing Game market with its Uncharted Waters series. KOEI has also expanded 
on its business of entertainment and education with games like the English 
language learning software, graphic design applications and business related 
softwares. Since 1988, the company started to produce guidebook for games and 
CD music soundtracks. 
74 Homepage of KOEI, Japan: http://www.koei.co.jp, 
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In the same year, KOEI entered into the US market when it established its 
US subsidiary, KOEI Corporation75. In the following years, KOEI established two 
branch companies in mainland China: Tianjin Koei Software Co., Ltd. in 1989 
and Beijing Koei Software Co., Ltd. in 1992. KOEI also formed license 
agreements with Taiwan Acer TWP Corporation in 1991, and Korea BISCO in 
1993. Since then, almost all of KOEI's major PC titles have been localized, 
developed and distributed in their perspective markets. The Romance of Three 
Kingdoms series has done especially well. In 1991, KOEI was listed in the second 
section of the Tokyo Stock E x c h a n g e ) 
Yet, the expansion of KOEI enterprise is not completely successful anyways. 
We can note that the America branch is at a standstill since its official homepage 
has not been updated for a longtime. English conversion of KOEI games is 
passive. However, their games are popular in China. There are more than 300 
Chinese websites relating to KOEI games. They are individually, non-officially 
constructed as habit groups, gaming technical exchange groups and news 
communicating sites. One of the main reasons is that most of KOEI games are 
based on Chinese history and Japanese history. Therefore, it arouses the 
identification of Chinese people much easier than that of Americans. On the other 
hand, Chinese game market is far lower developed than American's. KOEI 
doesn't meet so many competitions in China. Compare to the immature game 
software made in Mainland China and Taiwan, KOEI products are obviously 
75 Homepage of KOEI Corporation, United States: http://www.koeigames.com. 
76 For further details on the development of KOEI, see their official homepages at 
http://www,koei.coJp and htQ)://www.koeigames,com. 
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much more advanced. Moreover, because of the popularity of computer use and 
the rapid speed of the progressing of hardware, such as 3D hardware, American 
gamers can accept the new games with huge size and made with more advanced 
technologies. 
4.2 The Simulation of History 
Three kingdoms is a name of a particular period in Chinese history. The 
name comes from the tripartite confrontation of the three individual kingdoms 
Wei(魏)，Shu(蜀）and Wu(吳 ) .The dynasty is from A.D. 220 when Wei 
Kingdom substituted Han Dynasty(漢）. It ended in A.D. 265 when Jin 
kingdom(晉）substituted Wei. However, historians would like to regard A.D. 
190 when Dong Zhuo(董卓）kidnapped the king of Han Dynasty, Emperor 
Xian(漢獻帝)，as the start point and A.D. 280 when Wu lost its power by Jin as 
the end point. 
History of Three Kingdoms (《三國志》)” was written by Chen Shou(陳壽) 
in Xi Jin Dynasty(西晉).Chen started to collect materials about the book when 
he was 48 years old. Historical books handed down from the kingdoms Wei and 
Wu provided a lot of data while there were not detailed materials from the 
Kingdom Shu. Therefore, we cannot find detail history about Shu in Chen's 
book. Only the Wei part had Ji(本紀）while the other two parts had Zhuan(傳). 
The reason is Chen was an official of the Kingdom Jin. Jin followed the system 
77 The History of Three Kingdoms online, http;y/www.kmgdom3.com/reading.htm. 
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of Wei. He naturally considered Wei as orthodox. The annotation of History of 
Three Kingdoms by Song Pei(宋裴)in Song Dynasty(宋）is more valuable 
because he added much more historical data into the book, especially the 
complete quotation from books of six dynasties before. 
Romance of Three Kingdoms (《三國演義》)78 is one of the great Chinese 
classics and is compiled into a semi-fictional literary masterpiece during the Ming 
Dynasty(明）by Luo Guanzhong(羅貫中).The novel comprises around 70% facts 
and 30% fiction. It is not only an historical novel, but also a distinguished 
literature work. History of Three kingdoms focuses on telling the truth while 
Romance of The Three kingdoms emphasized on telling the story. The first one 
considers Wei as orthodox. However, the latter one stands on Shu side. 
The RTK game series of KOEI mainly drives from Romance of Three 
Kingdoms. When Luo Guanzhong wrote Romance of Three kingdoms, he made 
up a new context for the three kingdoms and told the whole story on Shu's side. 
As a popular novel, Romance of Three kingdoms is much more widespread than 
History of Three Kingdoms. Almost all Chinese know more or less about the 
story, characters and idioms. However, it doesn't mean they know well about the 
real history. They judge a historical character in the story just by Luo 
Guanzhong's judgement instead of the fact. The RTK game series of KOEI 
make the novel Romance of Three Kingdoms more like a story by adding and 
deleting contents they think is necessary or unnecessary. Therefore, the truth of 
the story is even more reduced. In the computer generation, RTK game is much 
78 Chinese version online at http://members,nbci.com/sanguozhu/. English translation at 
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more accepted than the novel however. What they need is just a historical 
background. 
Actually, description above oversimplified the problem. The made-up of 
the history of three kingdoms in the game is not simulated linearly: from official 
history recording to the novel and then to computer games. In the generation of 
television, the knowledge about three kingdoms is widespread by TV series, 
cartoons and movies besides the novel itself. The designers of RTK game 
therefore took a lot of elements from them and developed the whole story. For 
example, images in one version of RTK game exactly come from a TV series of 
China Central Television (CCTV,中國中央電視台).As we can see, the 
cognition of the history of three kingdoms is constructed complicatedly and multi-
dimensioned. We can't find a real origin any more. The problem of the 
simulation of history is even more complicated if we consider about the 
understanding of historical philosophy by postmodernists together. 
Jean Baudrillard forwarded four phases of image on the process from truth 
to simulacra in his famous article "Simulacra and Simulation": 
1. It is the reflection of a basic reality. 
2. It masks and perverts a basic reality. 
3. It makes the absence of a basic reality. 
4. It bears no relation to any reality whatever: it is its own pure 
simulacrum. 
In the first case, the image is a good appearance: the representation is of 
the order of sacrament. In the second, it is an evil appearance: of the order of 
malefic. In the third, it plays at being an appearance: it is of the order of 
http://ww.w-. threekingdoms.com/. 
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sorcery. In the fourth, it is no longer in the order of appearance at all, but of 
simulation.^' 
Chen Shou wrote the official version of history of Three Kingdoms as an 
orthodox historian. Such historian existed in every Chinese dynasty. They 
were all enthusiastic or even held sacramental attitude on writing history. 
Although this attitude got different comments in different period, historical works 
under such attitude would reflect more facts if we don't care about the critique 
about narrative and historical discourse by postmodern h is tor iography.Luo 
Guanzhong modified the orthodox version of the history of three kingdoms and 
added his own judgement into the book. It perverts or even masked some true 
history compare to orthodox history. It's harmful to the people who are only 
interested in the story. 
Till the generation of television and computer game, history of three 
kingdoms entered into the third or fourth stage by Baudrillard's opinion. Bombs 
of image creating rebuild the image of three kingdoms. Story books, cartoons 
and animations cut the continuity of history, even modified some basic historical 
facts. It is already sorceress compare to orthodox history. If we still need to be 
careful with the proportion of truth in novels, the dramatic and entertaining 
elements substituting truthfulness become the most important elements in 
cartoons, movies and TV series. When history is broadcast by these media, it 
will definitely change the truth in some extent. As a historical simulation game, 
RTK doesn't regard historical context as the most important element though it 
79 Baudrillard, Jean, 1981; Foss, Paul, trans 1983. "Simulacra and Simulations". In Poster, Mark 
eds, 1998. Jean Baudrillard Selected Writings (Stanford: Stanford University Press), p.l70. 
8° In postmodern historiography opinion, this traditional historiography only works under the 
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Still takes the period of three kingdoms as the historical background. Technical 
decoration is what the designers care most. They don't care about the orthodox 
history any more because what they need is just the names and images of 
characters in the game and a familiar historical background. This kind of 
computer games always takes a lot of different but famous historical stories as the 
background though the playing method is almost same. KOEI designed a lot of 
historical games with the background of Chinese history or Japanese history. 
Obviously, time and order of historical events in these games are not based on the 
truth any more. Fox example, RTK game even doesn't mention the famous and 
very important Chi Bi campaign(赤壁之單戈).Moreover, famous characters in 
the game sometimes don't belong to the country as they should be in history. 
For example, the famous general Guan Yu(關羽）can be dead for his enemy Cao 
Cao(曹操).If the gamer is skillful enough, he even can make all kings be loyal 
to himself. Here, we see the complete simulacra of history. However, such 
simulacra come from the basic feature of computer games: interaction and 
independence of player. Further discussion is in the next chapter. 
Simulacra bring out the confusion of cognition. Nothing can be done to the 
uncertainty of truth, if we want to seek for the certainty of truth. Romance of 
Three Kingdoms Frontier (ww:w.31diigdomsjiet) is a comprehensive English 
website introducing history and culture of three kingdoms. It includes, the 
English version of the novel Romance of Three Kingdoms, introduction of all 
characters (including all kings, generals and advisors), maps, weapons (weapons 
for battle and weapons for individuals), architecture style and battles. 
power discourse of history. 
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Furthermore, the website even introduces a lot of books, movies, TV series, 
cartoons and computer games about Three Kingdoms. There's also a forum for 
all viewers expressing their own opinions. The website provides a lot of pictures 
as well, such as province maps, characters and weapons. Most of these pictures 
are from RTK games of KOEI. Therefore, the problem is obvious. Though the 
game designers claimed that they drew the maps based on historical documents. 
Are they then true? Most answers are negative. These pictures are limited by 
the feature of the game. For example, designing shape and near environment of 
all cities are almost the same, geography of each province is just for the 
convenience of game playing. On the other hand, pictures are limited by the 
feature of computer technology itself. 
In The Condition of Postmodernity, David Harvey argues for the primacy of 
spatialization in constructing cognitive frameworks: We leam our ways of 
thinking and conceptualizing from active grappling with the spatializations of the 
written word, the study and production of maps, graphs, diagrams, photographs, 
models, paintings, mathematical symbols...®' Nowadays, our cognition from 
words is less and less. Our ability of comprehension and communication 
declines a lot because we more and more rely on reading pictures. It is now not 
a new topic that people worry about the popularity of cartoons. In the generation 
of computer, simulative pictures worsen the problem. Ted Friedman argues that 
representing flux and change is exactly what a simulation can do, by replacing the 
stasis of 2- or 3- dimensional spatial models with a map that shifts over time to 
reflect change. And this change is not simply the one-way communication of a 
Harvey, David, 1989. The condition ofpostmodernity: an enquiry into the origins of cultural 
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series of still images, but a continually interactive process. Computer simulations 
bring the tools of narrative to mapmaking, allowing the individual not simply to 
observe structures, but to become experientially immersed in their logic.82 
Digital pictures creating is not only a way of expressing art (if we agree that it is a 
kind of art), but also an ideology to change people's understanding of knowledge. 
Simulations may be our best opportunity to create what Fredric Jameson 
calls "an aesthetic of cognitive mapping: a pedagogical political culture which 
seeks to endow the individual subject with some new heightened sense of its 
place in the global system"". Playing a simulation means becoming engrossed in 
a systemic logic which connects a myriad array of causes and effects. The 
simulation acts as a kind of map-in-time, visually and viscerally (as the player 
internalizes the game's logic) demonstrating the repercussions and 
interrelatedness of many different social decisions. Escaping the prison-house of 
language which seems so inadequate for holding together the disparate strands 
that construct postmodern subjectivity, computer simulations provide a radically 
new quasi-narrative form through which to communicate structures of 
interconnection.®'^ 
Computer simulative provides a brand new way of cognition. In our 
generation, pictures, novels and all truth and false documents of Three Kingdoms 
build up an image, therefore build up the structure of cognition of game players 
change (Oxford : Blackwell), p.206. 
“Friedman, Ted, 1999. "Making Sense of Software: Computer Games and Interactive Textuality", 
at http://www.duke..edu/�tlove/siincity.htm. 
83 Jameson, Fredric, 1991. Postmodernism, or, The cultural logic of late capitalism (London, New 
York: Verso), p.54. 
Friedman, Ted, 1999. "Making Sense of Software: Computer Games and Interactive Textuality", 
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and online citizens. 
4.3 Controlling and Interactivity 
The final destination of RTK is to beat down all the other kings and to unite 
the whole country. Game players should make efforts to realize the destination 
all the time. So actually, RTK is a power-controlled game. To get greater 
power, the players have to do a lot of work on reinforcing economics, adjusting 
job distribution, gathering talents, training armies and using tricks, etc. 
To start a new game in RTKl, players have to select a lord as the main 
character first. The lords' main abilities are preset, but the parameters can be 
change randomly in a certain scale. Those ability parameters include 'Body', 
'Intelligent', 'Power', ‘Charisma’ and ‘Luck’，which make up the basic elements 
of the game. Though there are some changes of these abilities in later versions, 
the basic rules remain the same. The option to set king's power points at the 
very beginning in RTKl was cancelled in all later versions, but was survived in 
another series of KOEI game called Shiu Hu Zhuan (《水滸傳》）.Besides 
selecting which king he wants to be, the player can decide computer strength 
under his own will. In RTKl, computer strength was classified into ten levels 
from weakest to strongest. Furthermore, the player should set computer 
personality between ‘Warlike，and 'Rational'. These options are a bit too minute. 
at ht1p://www,duke.edu/^tlove/simcity.htm. 
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Since RTK2, computer strength classification is reduced to three scales and 
'Warlike' and 'Rational' selections are cancelled. 
In the main menu of RTKl, repertoires include: l.Move, 2.War, 3.Send, 
4.Special tax 5.Recruit, 6.View, T.Give, T.Flood prevention, 9.Develop land, 
lO.Train soldiers, 11.Search, 12.Plunder, 13.Build castle, 14.Convert action, 
15.Diplomacy, 16.Trade, 17.Authorization, 18.Wander, 19.Pass, 20.0ther. They 
can be sorted out as domestic affairs, diplomacy, invasion, and computer settings. 
Keyboard was used in playing RTKl and RTK2. Since RTK3, we can control all 
orders and moves by simply clicking on mouse. 
RTK belongs to strategy game according to computer game classification. 
It needs player's mastering of the whole game to create a circumstance and make 
good use of all abilities. It is a simulative game as all the other games. 
However, it doesn't require players to have good instantaneous reaction and 
organic function. RTK is also considered as God game because the player is 
God in his own territory. In fact, life has often been thought as a kind of ’divine 
play', with God either playing dice to decide our destiny or acting almighty over 
millions of voodoo dolls. The key difference of contemporary imaginary is that it 
is no longer God, but human beings (or machines and creatures designed by them) 
in charge of the game.®^ 
We can understand the design of RTK game not only by the concept of 
Cabral Filho, Jose dos Santos, 2000. "Flip Horizontal: Gaming as Redemption", in M/C: A 
Journal of Media and Culture v.3.5, October 2000, at http7/www.api-
network.com/mc/OOlO/flip.html bit 2. 
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‘control，，but also the concept of 'interactive'. Alice LaPlante and Rich Seidner 
argue that “what digital technologies are finally enabling is an explosion of 
possibilities along this passive/interactive spectrum for mass-media 
entertainment”.86 Interactivity is the basic element of games. Interactivity, defined 
by Webster's dictionary, is acting or capable of acting on each other." In other 
words, if you take an action, you will see a result of that action. Interaction is at 
the heart of most computer games. The very first commercial game, Pong, 
involved fairly simple hand-and-eye coordination in the interactions between 
player and computer. Indeed, as it's most basic level, interactivity is about control. 
In linear forms of entertainment, such as novels, films, or television shows, 
someone else is in control: the writer of the novel, the playwright, the director of 
the film and television show. Someone else decides what you will experience 
and how you experience it. Interactivity is what historically distinguished 
computer games different from other kinds of mass entertainment media. But, as 
we'll see, there's an increasingly blurred line between traditionally linear forms of 
entertainment, which takes you through a story, or narrative; and new forms of 
digital entertainment, which are experimenting with giving consumers varying 
degrees of this thing called c o n t r o l . Game players enjoy the sense of "control" 
very much. For example, they should decide diplomatic policy, whom they want 
to co-operate with and how to dominate the kingdom. In this way, they finally 
even change the whole history of Three Kingdoms. Moreover, every player has 
his own version of the history. So we can say the experience of the history of 
Three Kingdoms is very individual. 
86 LaPlante, Alice and Seidner, Rich, Playing for Profit, p.234. 
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However, players actually can't control everything. Some rules and the 
order of narrative (story) have been preset. Such narrative controls players' 
interactive feeling. Thus a good interactive entertainment product is to make 
balance between interactivity and narrative, and let the players feel that they have 
their own narratives. In other words, a great game can control the player 
sometimes without letting him know. That is structure. Michael Heim points out 
that "interactive signals a process of reconstruction".^® The reconstructed history 
created by the interaction and control of the game is also individual's experience 
of history. 
4.4 Digitalization of Historical Image 
Digitalization generally means the process of changing data into computer 
codes, whatever the data are written documents, pictures or videos. There's also 
a decoding process when these codes are transferred to another computer. Then 
the data can be shared by all people though they use different computers. In the 
computer world, different media and culture have their own system of encoding 
and decoding. For example, the encoding format of Japanese language is 
different from that of Chinese language. Therefore, we have to install the 
Japanese reading program if want to read Japanese in a Chinese system computer. 
We can explain it in another way. Original computer code is written in binary 
digit whether the datum is a short message or a huge applied program such as 
“LaPlante, Alice and Seidner, Rich, Playingfor Profit, p.230-231. 
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Microsoft Windows. It is a process of changing atom to bits. People who care 
about the development of technology have noticed the change already. They 
point out that it is the greatest change of the world since computer was created. 
Nicholas Negroponte called it “an era classics" in the book Being digitaf^. 
Computer code is not that mysterious if we explain it in a historical and 
linguistics perspective. Human beings have experienced the first encoding 
process of knowledge and communication while spoken language and written 
language were invented. It concerns to the linguistic concept of signifier and 
signified. The invention of press media is another big progress of knowledge 
encoding. Oral broadcasting and carving characters changed into mass 
duplicating of knowledge. In the period when visual media was very popular, 
the information transferring had the concept of computer code already. 
Knowledge was encoded into image which is very different from the traditional 
language and characters. This change belongs to the history of electric 
civilization as well because it was promoted by the popularity of electricity. 
Computer just further developed the change and the concept of code. 
Somebody already notice the use of code in computer games. For example, 
Daniel Pargman forwarded such a concept: 
Despite the inherently unvisualisable nature of computer code - the 
flexible material of which all software constructs are built ~ computer code is 
still the most "salient" ingredient in computer games. Less salient are those 
assumptions that are "built into" the software. By filtering out those parts of 
88 Heim, Michael, Virtual Realism (New York: Oxford University Press, 1998), p.75 and 89 
89 New York : Knopf, 1996. 
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reality that are deemed irrelevant or unnecessary, different sorts of 
assumptions, different sorts of bias are automatically built into the software, 
reified in the very computer code.卯 
Computer code changes the structure and spreading way of knowledge. It 
is just a method to let human beings understand knowledge, just like language and 
characters means to a silent and non-language world. Thus, because of the 
features and limitations of computer as a kind of media, the encoded knowledge is 
essentially different from the un-coded knowledge?! As a branch of computer 
culture, computer games naturally hold the features I mentioned at the former part 
of this chapter in the discussion about simulation. I will talk about 'digital' from 
knowledge transferring process of computer code to a feature of the designing of 
RTK game: the digitalization of human's ability and personality. 
Because RTK game requires the players to play the game as a king, the 
players have to be familiar with all sources and abilities they hold. The sources 
include amounts of money, territories and natural sources in these territories, 
number of population and soldiers and the weapon equipment, etc. All of these 
sources can be expressed by figures. Here, what I concern more is another kind 
of source: talents. They include the king the player acts as, all his officials, 
generals and soldiers. In RTKl, human's ability was expressed by Body, 
Intelligent, Power, Charisma and Luck. RTK2 canceled the option of Luck. 
Since RTK3, many new options are added. However, the main idea remains the 
same. 
卯 Pargman, Daniel, 2000. "The Fabric of Virtual Reality -- Courage, Rewards and Death in an 
Adventure MUD", in M/C: A Journal of Media and Culture v.3.5, October 2000，at 
http://www.api-networkxom/mc/0010/mud.html bit 2. 
91 For this argument see Negroponte, Nicholas, 1996. Being Digital (New York : Knopf). 
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Body Intelligent Power Charisma Luck 
Cao Cao 曹操 88 93 Vl 
LiuBei 劉備 ~95 « ~99 71 
SunQuan 孫權 93 94 93 ^ ~99~ 
SimaYi 司馬懿 88 n Yz ^ 
Zhuge Liang 諸葛亮 69 100 T l : ^ sT" 
Zhou Yu 周瑜 74 ^ 56 ^ 25 
GuanYu 關羽 96 83 99 ^ 39 
Zhang Fei 張飛 98 32 ^ ^ 
LuMeng 呂蒙 79 90 47 ^ ^ 
Zhao Yun 趙雲 95 % ^ ^ % 
XuShu 徐庶 81 % 37 9 5 ~ 
The setting of these figures directly influences the king's performance. For 
example, if the player acts as Cao Cao with high figure in charisma, it will be 
easier for him to employ generals. If he plays as a person with high figure power, 
it will be easier for him to win in battles; if he plays as a person with high figure 
in intelligence, it will be easier for him to use tricks and control territories. All 
the same, if the king has some generals with high figure in power, they will be 
very useful in attacking; if the king has some officials with high figure in 
intelligence, they will help him in making tricks and control the territories. 
Another option is Loyalty. Officials' and generals' loyalty can change during the 
game. For example, new employed generals are usually less loyal to the king. 
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Loyalty figure can be increased by awarded with money, treasures and beauties. 
In RTK7, option of intimate degree between characters was added. People 
whose intimate degree to the king is high is always more loyal. For example, the 
intimate degree between Guan Yu and Liu Bei is preset with high figure, Guan Yu 
is loyal to Liu Bei all the time. Such figures preset are perhaps based on history. 
Chatting, letter correspondence, visiting and treasure presenting can increase the 
intimate figure, too. 
The famous historian Ray Huang evaluate the social development level by 
checking if the society can be managed in figure. He also claimed that the 
turbulence in modem Chinese society is due to the lacking of manage ability in 
figure. Such management indicates a rationalized method of calculating. 
People's cognition is influenced by the calculating result. In RTK games, we 
can see not only social politics and economic situation is managed in figure, but 
the human's ability and personality is in figure management as well. In the 
traditional structure of language expressing, whether it is oral description or 
written documents, charisma, power, loyalty etc. can only be expressed by 
comparative adjectives. For example, A is loyal to B, C is more loyal to B, then 
C is more loyal to B than A. In historical stories, we have to know such 
classification by a lot of indirect deduction. For example, in the novel Romance 
of Three Kingdoms, Zhou Yu's tricks were always discovered by Zhuge Liang. 
Therefore we get to know that Zhuge Liang is more intelligent than Zhou Yu. 
But the situation is much more complicated if the comparison is for a group or a 
lot of persons. Image expressing in movies and TV programs, not only depends 
on structural description as novels, but also emphasizes on the shooting 
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perspective and circumstance built up. For instance, in the TV series of 
Romance of Three Kingdoms，there's a scene Guan Yu read the book Chun Qiu 
(《春秋》)at night. It was shot in a peeking perspective, which makes the 
audiences feel guilty at first. It can set off Guan Yu's justice. Then Guan Yu 
was shot from feet to head. It built up an elegant circumstance while made 
audiences feel themselves inferior. Guan Yu had no expression on face even he's 
alone at home; he took the book half meter from eyes by one hand and was very 
concentrating. All of these details represented a loyal image of Guan Yu. In 
RTK games, we don't have to either compare or deduce by the comparative 
adjectives or wait for slowly built-up circumstance in TV series. The absolute 
value of digitalization simply tells us Zhuge Liang's intelligence is 100 points 
while Zhou Yu has only 96 points. Guan Yu's loyalty is 100 points, which 
means the highest. 
In historical cognition and history teaching, digitalization is the most direct 
and effective expressing way. We immediately know the difference between 
figures by figure comparison and understanding of absolute value. We are even 
allowed to select the order of arrangement. For instance, if we want to employ 
the most loyal person to be an important official, we can simply click on a key to 
see the top ten loyal candidates. Such method of cognition is easily to be 
challenged because it kills our ability of imagination and aesthetic feeling of 
literature while ignores the process of cognition. More seriously, who decides 
the figures? How does he/she decide them? Is there any historical value built-
“ i n ? Is there any ideology? These questions are particularly worthy of thinking 
when children players can comment the character's abilities as soon as they see 
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him in TV series. 
4.5 Reconstructing of historical ideology 
Ideology is a permanent issue for Marxists. Louis Althusser suggests that 
ideologies are neither "ideal" nor "spiritual," but rather material. Ideologies appear 
in specific social institutions and practices, such as cultural artefacts. In that way, 
everyone "lives" in ideologies. Frederic Pryor suggests that ideology in cultural 
practices can operate as a "rhetoric of control" by structuring the way in which 
people view the world: 
Ideology�refracts’ our social conditions of existence, structuring 
consciousness by defining for us what exists, what is legitimate and 
illegitimate, possible and impossible, thinkable and unthinkable. Entering 
praxis as a form of persuasion, ideology acts as a rhetoric of control by 
endorsing and legitimizing certain economic, social and political 
arrangements at the expense of others and by specifying the proper role and 
position of the individual within those arrangements.®^ 
Similarly, Althusser suggests, "ideology is the system of ideas and 
representations which dominate the mind of a man or a social group". Thus, 
ideology, for Althusser, represents the way individuals "live" their relations to 
society. Lawrence Grossberg suggests, "within such positions, textuality is a 
productive practice whose (imaginary) product is experience itself. Experience 
can no longer serve as a mediation between the cultural and the social since it is 
92 Quoted in Caldwell, Nick, "Settler Stories: Representational Ideologies in Computer Strategy 
Gaming", in M/C: A Journal of Media and Culture v.3.5 (2000)，at http://www.api， 
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not merely within the cultural but is the product of cultural practices". The "text" 
for study, then, becomes the cultural practices and structures, which determine 
humans. Althusser concludes that ideology reifies our affective, unconscious 
relations with the world, and determines how people are pre-reflectively bound up 
in social reality." 
Ideological identification of history is more complicated. First, it needs to 
know a modem person's attitude towards history in order to observe his tendency 
of historical ideology. Game is a popular product. Its historical ideology has to 
be identified by the masses. Furthermore, identification of collective historical 
ideology has to concern about the influence of collective memory and deep 
cultural background. In "Settler Stories: Representational Ideologies in 
Computer Strategy Gaming", Nick Caldwell examines a real-time strategy game, 
The Settlers, demonstrating how ideological assumptions about culture and 
production may be actualised in a virtual environment.^'^ In RTK games, we can 
see the existence of historical ideology, too. As mentioned in former chapters, 
main elements of the game are based on the novel Romance of Three Kingdoms. 
Therefore, RTK games heritage the author's opinion of the history of Three 
Kingdoms. It eulogizes Shu Kingdom while degrades Wei kingdom and Wu 
Kingdom. We can see the feature at the setting figures of characters' abilities. 
Most obviously, Zhuge Liang's Intelligence figure is higher than Zhou Yu and 
Sima Yi. Five main generals of Shu Kingdom are more powerful than all the 
network,com/mc/00-l-0/settlei:s.html bits 4-7. 
- 9 3 For brief discussion on ideology see Caldwell, Nick, "Settler Stories: Representational 
Ideologies in Computer Strategy Gaining", in M/C: A Journal of Media and Culture v.3.5 (2000), 
at http://www.api-netwoEkxQm/mc/CKU^/settlersiitml bits 4-7. 
Caldwell, Nick, "Settler Stories: Representational Ideologies in Computer Strategy Gaming", in 
M/C: A Journal of Media and Culture v.3.5 (2000), at http://www,api， 
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Other generals of other kingdoms. Even Liu Bei's Power figure is increased a lot 
though it's not that obvious in the novel. 
Evaluation tendency of the novel is very different from the ideology of 
History of Three Kingdoms. RTK games heritage the ideology of the novel 
Romance of Three Kingdoms and develop it in a further way. The ideology of 
orthodox history regards Wei Kingdom as orthodox. Which kingdom 
establishing the new dynasty is the orthodox kingdom. The concept of orthodox 
is very important in Chinese history. It means power is endowed by nature and 
is the basic element of legitimacy of governance. Although Luo Guanzhong 
didn't change the history development in his novel and let Shu Kingdom win at 
last, he changed readers' ideological tendency by the way of telling the whole 
story. Luo Guanzhong advocated another kind of historical value: loyalty and 
righteousness. All people of Shu Kingdom are not only intelligent and brave, 
but also possess such values, which are lacking by all the other people in other 
kingdoms. Perhaps exactly because they are endowed with moral justice, Shu's 
people are then stronger than the other people both in intelligence and military 
power. Such moral justice is against the orthodox historical outlook. Wei 
Kingdom is orthodox just because it won in the war and political competition 
finally. However, in the novel, although Shu Kingdom lost in political and 
military competition, it won completely in moral. In RTK games, Luo's 
ideology is even more strengthened. The main difference between the novel 
Romance of Three Kingdoms and RTK games is the latter ones let players even 
""change the history. 
network.com/mc/00 lO/settlers.html. 
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Besides, we can discover a lot of traditional Chinese values in the details of 
RTK games. For example, in RTKl, when players click on 'Train soldiers', the 
advisor will ask: 'Don't you have anything better to do?' When players click on 
‘Cultivation’，the advisor will say: 'Your harvests should improve.' When 
players want to impose special tax, they will be asked: ‘The people will be sad. 
When you can give generously to them?' From these questions and suggestions, 
we can see the political ideas of being diligent and benevolence. Improving the 
folks' life instead of violence is advocated to gain power in the game. Players 
are always reminded by a famous idiom in Chinese military strategies: to win 
hands down is the best. 
74/102 
Playing History: Study of the Computer Game Romance of Three Kingdoms 102/102 
Chapter V: Reconstructing History 
I've introduced some controversial issues in historiography in above 
chapters. Postmodern history is perhaps just an academic word game in 
someone's eyes. However, if we believe that thinking and argument are good for 
intelligence, we can never look down on such arguable game. Issues forwarded 
by postmodern historians, such as historical epistemology, historical ontology, 
history replaying and reconstruction, etc., are all based on philosophical logic. 
More important, these issues exist not only in academic field, but also in 
reality. In last chapter, I observed features of RTK game in four perspectives. 
They are the simulation of history, the interacticity and control of history narrative, 
the digitalization of historical image, and the representation of historical ideology. 
Although historical game hasn't been admitted as a serious topic in history study 
yet, we can't deny that game is very important to our life. It is forwarded by a 
lot of historians, sociologists, anthropologists, educators and psychologists that, 
game is at least the same important as school education for people's growing up 
and knowledge absorbing. Children even have more chances to play computer 
games than to read textbooks, and they enjoy it very much. Therefore, historical 
computer game is important in both academics and life. 
In this chapter, I would like to continue discussion about postmodern history 
in Chapter Two in the perspective of the development of media. I will still use 
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RTK game as a case study to explore main features of different kinds of media, 
how computer game is regarded as a kind of media and what's the difference 
between computer game and other media such as oral communication, press and 
electronic media. 
5.1 Evolution of Medias 
Mark Poster forwarded three stages of information modes: face-to-face 
(orally mediated exchange); written exchanges mediated by print; and 
electronically mediated exchange. Poster said, if the first stage is characterized by 
symbolic correspondence, and the second one is characterized by the 
representation of signs, then the third stage is characterized by informational 
simulations.^^ 
There are a lot of studies about Poster's theory. However, most of these 
studies are based on suspicion on the relationship between language and objects. 
It is built upon the fundamental work of Ferdinand de Saussure on the nature of 
language. At the beginning of the twentieth century, Saussure's work suggested 
that language provides no direct access to reality because it itself is based on 
difference and distance, beginning with the essential difference between the 
signifier (the sound or appearance of the word) and the mental signified (the 
meaning or concept of the word). Signifier and signified are not the same; the 
•‘ word "s-n-o-w" is not snow itself but rather a representation or signifier of the 
95 Poster, Mark, The Mode of Information: Poststructuralism and Social Context (Cambridge: 
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tiny white frozen crystals we call now. The signifier represents the signified, but is 
not identical to it, and in the process of representation lies the possibility for 
veiling, distortion, obfUscation. 
The distinction between speech and writing has been gaining attention in the 
social sciences and the humanities just at the moment when both forms of 
communication are being overshadowed by electronic media. In philosophy the 
battle has raged between John Searle's speech act theory and Jacques Derrida's 
concept of ecriture. In social theory Jurgen Habermas, though claiming to be 
badly misunderstood, has celebrated "the ideal speech situation" as the nodal 
point of a general, totalizing theory of communicative action. Anthony Giddens 
also employs a concept of "talk" as a defense against structuralist and 
poststurcturalist critiques of the subject. Jack Goody, in The Domestication of the 
Savage Min(f\ defends the complexity of oral culture against the limitations of 
prints. In the case of Harold Innis, a pioneer of the history of communication, the 
important distinction is made between writing and print. Marshall McLuhan and 
his followers probably remain in the minority in distinguishing between electronic 
and pre-electronic media.^^ 
To many analysts there appears to be a linear historical trajectory in the 
relation between oral, written and electronic language: speech, followed by 
writing and print98，followed by the electronic encoding first of sound, then of 
Polity Press, 1990)，p6. 
‘ 96 Cambridge; New York: Cambridge University Press, 1977. 
97 For more discussion on media forms, see Poster, Mark, The Mode of Information, chapter 3. 
98 For the development of print culture, see the classical of McLuhan, Marshall, 1962. The 
Gutenberg galaxy : the making of typographic man (Toronto : University of Toronto Press); for 
writing tradition, see Goody, Jack, 1986. The logic of writing and the organization of society 
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voice, then of image. In addition to this diachronic analysis a synchronic analysis 
shows the three forms of language to have a linear relation to space and time 
coordinates. At any given moment, a change from speech to writing to electronics 
increases the space the linguistic act can cover and decrease the time that it takes 
to transmit.99 Today, the synchronicity difference substituting the diachronicity 
difference between the three ways becomes very obvious. However, electronic 
media not just broadens the information spreading and reduces spreading time, but 
change the feature of information as well. Just like what Marshall McLuhan said, 
media is information柳. 
Speech is communication in the presence of the transmitter and receiver of 
the message; writing is communication in the absence of one party. Speech is 
associated with small-scale communities like tribes, villages and high-density 
urban neighborhoods. The introduction of writing and then print is typically 
viewed as a condition for the development of cognitive skills. Written texts 
encourage critical thinking, this argument contends, because the reception of the 
message occurs without the persuasive physical presence of the author, because 
the linear arrangement of words on consecutive pages somehow corresponds 
cause and effect logic, because writing enables the isolated reception of the 
message and thereby promotes cool contemplation not impulsive passion, because 
the writing page is material and stable, allowing repeated receptions of the 
message, and thereby affords an opportunity for reflective reconsideration, 
because writing undermines the authority tradition and the legitimacy of hierarchy. 
(Cambridge : Cambridge University Press). 
99 Poster, Mark, The Mode of Information, p.82. 
柳 McLuhan, Marshall, 1994. Understanding media: the extensions of man (New York : McGraw-
Hill). 
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Therefore, Poster concluded that the logical conclusion of this point of view is 
that writing and print is a fundamental part of the Western experience with its 
values of reason, freedom, and equality, its institutions of science, democracy and 
capitalism or socialism. 
Till electronic media age, radio and television became the most important 
popular media and made people feel that they provided information more broadly 
and from more perspectives. Moreover, electronic media was expected to make 
a break through on increasing people's understanding ability of freedom, 
democracy and other knowledge. To some extent, it is true. Radio and 
television provided image and voice to us, which made the electronic society 
more colorful. It became easier and more vivid for people to receive information. 
However, not long time later, people become cautious to this kind of media, 
especially become suspicious of the function of television. Critiques from media 
scholars and educators are especially harsh. Television news report is edited 
carefully to reflect a certain scene or a certain value. TV programs are full of 
sex and violence, which make a very bad influence on kids and lull adult audience. 
Nervous system doesn't work when they see tragedy happen. The so-called 
popular democracy enters into audience's heart by such media while depends too 
much on the media. Democratic election becomes a money game of rich parties. 
These parties have to be close to merchants to get more money. They try to get 
more supporters by being beautified and propagated by media. So actually, 
electronic media brought neither more freedom and democracy to people nor new 
way of communication. Interaction is actually one-way ideological irrigation 
Poster, Mark, The Mode of Information, p.83-84. 
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while seeking truth is just selected education. Nowadays, the rise of computer 
and internet changes the situation in media. 
People have different opinions about the rise of computer. However, all of 
them agree that computer increases interactive feature of media. Poster said we 
already entered into the second media age. Here, what Poster defines as media is 
electronic media. The first electronic media age reached climax with the 
popularity of television. However, the center of the second media age is 
computer and internet. According to Poster's opinion, the meaning of entering 
into the second media age is we return to oral communication stage of media. 
It's all due to the development of computer technology and popularity of internet. 
The first media age means the beginning developing period of popular media 
while people want to get back the control of knowledge and communication in the 
second media age， 
5.2 Game as Media 
The development of computer and internet makes a lot of fantasies, such as a 
brand new and beautiful world, and a completely free and democratic internet 
society. Whether they can be realized or not, even sometimes we see the defects 
of the fantasies, the new kind of media does provide imaginary space to us. 
Computer games rely on the development of computer. Online games rely on 
the development of internet. Therefore, they have the common feature of 
102 Poster, Mark, 1995. The Second Media agefCambridge: Polity Press). 
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interaction. To single computer game, it means the interaction between game 
player and computer. To online game, it means the interaction not only between 
player and computer, but also between players. Computer game therefore is 
defined as a kind of media: computer game provides a communication way not 
only between people and machine, but also between people themselves. 
There are still not many researches on the comparison of computer game and 
other media. Instead, they are more interested in the relationship between 
computer game and movie. Ted Friedman says that computer game is an 
“interactive cinema’，： 
One popular perspective is to think of computer games a like movies, 
only more so. Computer game development companies, the argument goes, 
are "The New Hollywood."...The difference between the New Hollywood and 
the Old, according to the analogy, is that computer games are "interactive 
cinema," in which the game player takes on the role of the protagonist.'"^ 
Phone-in program in radio is indispensable because we are always seeking an 
interactive media. In the last few years, audience even can decide the ending of 
movies. Game is similar with interactive cinema in two ways. First is role-
playing. Movie theorists point out that, audience feel that they are involved in 
the story when they watch movie and enjoy such feeling very much. It's then 
not strange that hero movies are always very popular. However, such involving 
feeling is just self-comfortable. Audience can neither see their face on the screen 
nor control the roles in the movie. In computer games (especially in Role 
103 Friedman, Ted, 1999. "Making Sense of Software: Computer Games and Interactive Textuality", 
at http:"-w-ww..duke.,edu/，tlove/simdty,-htm. 
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Playing Games), players can control one role's action. They even can upload 
their own photos into the game. Secondly, game is multi-ending. In games, 
story telling is not in a linear way. Although multi-ending movies are not new, 
they are not popular yet. Movie audience can just see a linear story still. On 
the contrary, game could simply present a series of choices, each branching out 
into new possibilities. 
Mark Finn argues that computer games are clearly a distinct form of media. 
He points out that while many are played through established technology like 
televisions and computers, there would seem to be something intrinsically 
different about their mode of address: 
This is primarily a function of their interactivity; unlike most forms of 
media, computer games respond to direct input from their audience. However, 
at the same time, games also display characteristics that are, at least 
superficially, similar to existing media forms. While games are often 
categorised according to the type of action required of the player (eg. shooting, 
driving, puzzle-solving etc), they can also readily be categorised into the same 
genres used for other entertainment media such as films and video cassettes. 
Games can be based on sports, action, drama, comedy and even music, 
although admittedly the broad category of "simulation" game has no direct 
counterpart in film and video, except, perhaps philosophically, for 
documentary. 
What Finn emphasizes here is also the interaction of games. He continues 
with, "film and television genres are traditionally defined in terms of a set of key 
textual characteristics, with iconography, setting and narrative being perhaps the 
most obvious. Applying these notions to computer games it soon becomes clear 
why the generic classifications used for other media have been so easily adapted 
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to the new medium."'®'* Many computer games are designed from famous 
movies. The iconography of an action film like Face can all be found in 
an action game such as Syphon Filter'"^. Similarly, the settings of horror films like 
I Know What You Did Last Summer'�? are all faithfully reproduced in horror 
games like Resident In the last one or two years, Hong Kong movies 
were modified into computer games, too. These correlations are true of most 
filmic genres and computer games, to such an extent that there is a growing trend 
in crossover production of "game of the film". Besides, some famous computer 
games were modified into movies recently, such as Tomb Raider'的.Therefore, 
the relationship between games and computers is very close. 
When we turn our attention to narrative, however, the situation becomes 
somewhat more complex. Like films and television programs, games usually have 
definite beginning and end points, but what happens between these points seems, 
at least superficially, to be dramatically different. Regardless of their genre, films 
and television programs are self-propelling entities; the actions of the characters 
drive the narrative forward toward some kind of resolution. In the case of a 
television series, this resolution might only be partial, but at the end of the 
program's duration there is still some kind of finality to the narrative process, 
albeit temporary. Games, on the other hand, are designed for extended and often 
repeated playing, and as such necessarily resist narrative closure, and therefore 
�04 Finn, Mark, 2000. "Computer Games and Narrative Progression", in M/C: A Journal of Media 






Game Tomb Raider at http://www.tombraider.com/ ； movie Tomb Raider at 
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have to provide pleasure for the player in other ways. 
In some cases, games adopt a strategy that is similar in many ways to 
episodic television; the game is divided in into several "sub-games", with overall 
narrative resolution only being achieved through the successful completion of the 
sub-games. 110 
5.3 Virtual Reality and the Reconstruction of History 
Whenever we mention computer culture, we have to talk about virtual 
reality. Actually, the concept of VR was created before the computer age. It 
can be explained as imaginary. It exists in mind instead of in reality. We can 
only get to know it by arts, for instance, surrealism, Dada and futurism, etc. 
These imaginaries are beyond reality or are the fantasies of future. However, in 
computer age, such imaginaries can be expressed on screen by technology, three-
dimensional instead of plane, motive instead of static, interactive instead of one-
way directed. Objects having all these features once only belong to the real 
world. That's why VR concept calls so much attention nowadays. 
Jaron Lainer first coined the term "virtual reality" in the mid-1980s. The 
whole point of VR, according to Lanier, is to share imagination, to dwell in 
http://www.tombraidennovie.com/splash^fraraes.html 
Finn, Mark, 2000. "Computer Games and Narrative Progression", in M/C: A Journal of Media 
and Culture v.3,5, October 2000’ at http://.ww.api-network,com/mc/0010/narrative.html bits 10-
14. 
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graphic and auditory worlds that are mutually expressive. As an avant-garde jazz 
musician, Lanier wanted to provide tools for freely improvising realities that 
could express and communicate outside conventional language and symbols. 
Lanier's emphasis on VR as artificial telepresence helped clarify and expand the 
scope of the technology?" 
The improvement of the ability of VR telepresence (existing in distance) is 
due to the development of three stepping-stones technologies: 1. The BOOM 
(binocular omni-oriented monitor) which focuses on all kinds of monitors; 2. 
Desktop VR (or WOW, Window on a World) which focuses on computer 
monitors; 3. VRML (Virtual Reality Modeling Language) which focuses on the 
development of in ternet .� 
Virtual, as a philosophical term, Heim Michael points out that it means "not 
actually, but just as i f ? " It came into recent vogue with the use of computer 
techniques to enhance a computer memory. Virtual-memory techniques extend the 
data storage of a computer without adding hardware. Heim suggests that when we 
talk about virtual reality, we have to keep in mind that it is indeed a technology, 
not simply a nebulous idea. It's not synonymous with illusion or mirage or 
hallucination. Virtual reality is not a state of consciousness or a simulated drug 
trip. Virtual reality is an emerging field of applied science. But because virtual 
reality belongs to contemporary culture, it expresses and reinforces many of the 
Heim, Michael, Virtual Realism(New York: Oxford University Press, 1998)，p. 16-17. 
112 More technical details on the three stepping stones of VR, see Heim, Michael, Virtual 
Realism(彻York: Oxford University Press, 1998), p.29-32. � Heim, Michael, 1993. The metaphysics of virtual reality (New York, Oxford: Oxford U Press), 
p. 160. 
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broad experiences we share as members of a common culture. Our culture 
intentionally fuses—sometimes even confuses—the artificial with the real, and the 
fabricated with the natural. As a result, we tend to quickly gloss over the precise 
meaning of virtual reality and apply the term "virtual" to many experiences of 
contemporary life."4 Heim's understanding is persuasive. We have to 
understand VR in technology at first instead of adding too many cultural concepts 
into it. More clearly, VR relates to computer technology. Heim also points out 
that it is secondarily an experience that describes many life activities in the 
information age: 
Virtual reality is an immersive, interactive system based on computable 
information. These defining characteristics boil down to the "three I's" of VR: 
immersive"�interactivity, and information intensity. Immersion comes from 
devices that isolate the senses sufficiently to make a person feel transported to 
another place. Interaction comes from the computer's lighting ability to 
change the scene's point-of-view as fast as the human organism can alter its 
physical position and perspective. Information intensity is the notion that a 
virtual world can offer special qualities like telepresence and artificial entities 
that show a certain degree of intelligent behavior. Constantly updated 
information supports the immersion and interactivity, and to rapidly update 
the information, computers are essential."® 
Three are the same important to computer games. Immersion makes 
players feel transported to another place historical presence一from game 
playing. Interaction makes players feel the effectiveness of physical and mental 
orders. Meantime, such immersive and interactive feelings require highly 
-114 Heim, Michael, 1998. Virtual Realism(^Qv^ York: Oxford University Press), p.4. 
115 Immersion is an important feature of VR systems. The virtual environment submerges the user 
in the sights and sounds and tactility specific to that environment. Immersion creates the sense of 
being present in a virtual world, a sense that goes beyond physical input and output. Heim, 
Michael, 1993. The metaphysics of virtual reality (New York, Oxford: Oxford U Press), p.154-155. 
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collective process of data. It can't be realized by advanced technology of 
computer process. According to Michael Heim's analysis, the realizing of VR 
has three steps: data input, information and v i r tua l .Game Data are meaningless 
themselves. However, after they are input into computer, they become 
information and let themselves understandable. The players are virtually in the 
historical context because they control the behavior of information. The key word 
here，of course, is "virtually". 
Mark Poster however points out that, the term "virtual" was used in 
computer jargon to refer to situations that were near substitutes. For example, 
virtual memory means the use of a hard disk to act as something else, in this case, 
random access memory. He said that virtual reality is a more dangerous term since 
it suggests that reality may be multiple or take many forms: 
The phrase is closed to that of "real time", which arose in the audio 
recording field when splicing, multiple-track recording and multiple-speed 
recording made possible "other times" to that of clock time or 
phenomenological time. In this case, the normal or conventional sense of 
"time" had to be preserved by the modifier “real，，. But again the use of 
modifier only draws attention to non-"reality" of clock time, its non-
exclusively, its insubstantiality, its lack of foundation. The term "virtual 
reality" and "real time" attest to the force of the second media age in 
constituting a simulational culture. The mediation has become so intense that 
the things mediated can no longer even pretend to be unaffected. The culture 
is increasingly simulational in the sense that the media often changes the 
things that it treats, transforming the identity of originals and referentialities. 
Heim, Michael, 1998. Virtual York: Oxford University Press), p.6-7. 
About the process from data input to information to virtual context, see Heim, Michael, 1998. 
Virtual Realism(~New York: Oxford University Press), p.8-12. Michael Heim used the 
environment of the moon as an example. Regarding the analysis and types of immersion, see p. 
17-20. 
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In the second media age "reality" becomes multiple."® 
The origin of virtual reality is reality. In the arguments of VR, how to 
understand VR and reality is naturally a main issue. Heim forwards the issue of 
realism and virtual realism: 
We see something of ourselves in computers. We embrace the 
perfection that satisfies one side of our rational nature.... We must balance the 
idealist's enthusiasm for computerized life with the need to ground ourselves 
more deeply in the felt earth affirmed by the realist as our primary reality. 
This uneasy balance I call "virtual realism".... Virtual realism parts with 
realism pure and simple. Realism often means lowered expectations.... The 
core of realism is an affirmation of what is real, reliable, functional. Today, we 
must be realistic about virtual reality, untiringly suspicious of the airy 
idealism and commercialism surrounding it, and we must keep an eye on the 
weeds of fiction and fantasy that threaten to stifle the blossom. At the same 
time, we have to affirm those entities that VR presents as our culture begins to 
inhabit cyberspace. Virtual entities are indeed real, fiinctional, and even 
central to life in coming eras. 
Many philosophers have analyzed the transition from the possible to the real 
or from the virtual to the actual. Pierre Levy studies about the opposite 
transformation, the movement toward the virtual. To him, the virtual, strictly 
defined, has little relationship to that which is false, illusory, or imaginary. The 
virtual is by no means the opposite of the real. On the contrary, it is a fecund and 
powerful mode of being that expands the process of creation, opens up the future, 
injects a core of meaning beneath the platitude of immediate physical presence. 
“ "8 Poster, Mark, 1995. The Second Media Age (Cambridge: Polity Press), p.29-30. 
119 Heim, Michael, 1998. Virtual York: Oxford University Press), p.43-44. Ten 
signposts to become virtual realism, see p.46-49. 
120 Levy, Pierre, 1998. Becoming Virtual: Reality in the Digital Age. English translation by Bononno, 
Robert (New York: Plenum Press), p.6. 88 /102 
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The word “virtual’’ is often meant to signify the absence of existence, whereas 
"reality" implies a material embodiment, a tangible presence. Reality is implied 
when someone say "I've got it," while virtuality is implied when they say "You'll 
get it.，，i2 We can get two kinds of historical concepts in this way: people who 
believe the existence of true history will say "I've got the true of history" or "I'll 
get it in the future". The latter one doesn't mean people believe history is virtual. 
They just believe truth hasn't been discovered and needs more efforts in the future. 
On the contrary, people who attend the construction of virtual history will say 
“You will find that what you are involved in is true." 
The virtual should, properly speaking, be compared not to the real but the 
actual. The virtual is a kind of problematic complex, the knot of tendencies or 
forces that accompanies a situation, event, object, or entity, and which invokes a 
process of resolution: actualization. This problematic complex belongs to the 
entity in question and even constitutes one of its primary dimensions. 
Actualization appears as the solution to a problem, a solution not previously 
contained in its formulation. It is the creation, the invention of a form on the basis 
of a dynamic configuration of forces and finalities. Actualization involves more 
than simply assigning reality to a possible or selecting from among a 
predetermined range of choices. It implies the production of new qualities, a 
transformation of idea, a true becoming that feeds the virtual in tum.'^^ Historical 
writing and historiographical writing can be regarded as a kind of actualization. 
It offers a resolution to the (invisible) true history. With the change of social 
spirits, theories and methods, historical resolution also has new qualities and 
121 Levy, Pierre, 1998. Becoming Virtual: Reality in the Digital Age. p.23. 
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transfers new idea and points of view. If historical game is a kind of virtual, the 
resolution of the historical writing feeds the virtual in turn, just like the novel, 
movie and television series of Romance of Three Kingdoms are modified into 
computer game. 
The birth of language is the virtualization of the present. Grammar is the 
foundation of virtualization. Human language virtualizes real time, material 
objects, actual events, and ongoing situation. Writing (the grammatization of 
speech) separates the message of a living body from a particular situation. 
Printing continues this process by standardizing the printed word, by detaching 
the text that is read from its direct connection to muscular activity. The 
virtualizing trait of printing is the use of movable type. In nearly every process of 
virtualization, we find the equivalent of movable type, something detached from 
any concrete situation, reproducible and c i r c u l a t i n g . � Therefore, the appearing of 
historical language is the virualization of present situation of history. The fist-
hand grammatization of history is double virtualization. It separates the 
historical message of its living body from a particular historical situation. 
Logically, historical works and the press of historical classics can be regarded as 
triple virtualization. And image re-playing is multi-vitualization while historical 
games are unlimited virtualization. 
122 Levy, Pierre, 1998. Becoming Virtual: Reality in the Digital Age. p.24-25. 
� Levy, Pierre, 1998. Becoming Virtual: Reality in the Digital Age. p.91-93,110-111. 
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Chapter VI: Conclusion 
It is not easy to explore a new study field in academics. The famous French 
historian Marc Ferro mentioned that film study is a common topic in history in his 
famous book Cinema et Histoire. However, his opinion was criticized harshly 
by a lot of historians in 1960's. When he wanted to do research about film and 
history, the liberal historian Femand Braudel suggested him to do it silently. 
Marc's another supervisor Pierre Renouvin suggested him to do this topic after 
finishing Ph.D. thesis with another t o p i c . I t has been more than ten years since 
computer game is studied as an academic topic. However, it is not a hot topic till 
recent years. Nobody has done it in history field yet. But it neither means 
computer game cannot be a topic in history study, nor means it is worthless to 
historiography. 
Under the lash of postmodernism, many subjects have absorbed a lot of 
experiences from it. Many problems in history study are exposed by the 
interrogation from postmodernists. Traditions, definitions and rules in 
historiography are broken in some extent. Many historians don't approve of 
postmodernism at all. However, such lashes really make historians think more 
about a lot of unfamiliar topics for them in the past. Led by postmodern 
historiography, topics based on daily life in history study are not new any more. 
The development of computer technology is a milestone in human history. It 
changes the way of communication between people and the way of accepting 
124 Femand, Marc, 1977. Cinema et Histoire. Zhang, Shuwa, 1998 Chinese trans (Taipei: Field 
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knowledge. In this article, I consider computer game not only as a kind of 
entertainment, but also a new media to broadcast knowledge. 
Because of the special characters of computer technology, it is very different 
from all media in the past. The most important point is its character of 
interaction. Players can control the history of Three Kingdoms in RTK games. 
In the computer age, everyone can write history and has right to control history. 
Compare to other media, the masses are more powerful in explaining and 
controlling history. For instance, history in academic books is written by 
historians. Although readers can explain it by their own understandings, the 
development of history, historical events and objects, and historical ideology are 
all controlled by the authors. In the age of television and movies, historical 
images are sometimes designed by imagination. It is not strange if a historical 
TV series doesn't consult any historians. The right of explaining history is then 
not in the hand of the masses, but in the hand of producers. Nowadays, under 
the control of technology, the arrangement of historical events, historical 
characters and contexts are all controlled by game players. Here, players can 
establish a historical state by his own willing. Such a state is very subtle. It is 
partly the same as and partly different from written history and image history. 
At the same time, game players are controlled by the designers of computer 
games and technological limitations. For instance, setting up of characters, 
contexts and arrangement of historical events is beyond players' power. It's 
under the willing of designers instead. And designers set up them based on 
Publishing Company), p. 13. 
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popular historical novels. For example, the historical outlook in RTK games is 
mainly based on the novel Romance of Three Kingdoms instead of the orthodox 
historical book History of Three Kingdoms. Moreover, computer games 
extremely rely on how advanced the technology is. Fantastic static images and 
animations are important attractions to players. In the series of RTK games, 
producing technology is more and more exquisite and closer to 'the reality'. 
However, by Baudrillard's theory, the relationship between reality and simulation 
cannot be easily defined. The reality processed after four stages of simulation is 
not real any more. Although we feel 'it is real', it is a kind of simulacra. Our 
cognition of history is changed totally after several such simulative processes. 
We don't know what is real history any more. What we know is just information 
from media. In the past, we always ignored the influence of media formation on 
media content. Therefore, we claimed that what we know from media is the 
complete truth. Such situation didn't change till we realized that formation is 
message, too. 
We can do nothing when using traditional points of view to solve above 
problems. However, such confusion is an inevitable state of knowledge if we 
look at the problems in contemporary cultural circumstance. The myth of the 
justification and subjectivity of historical writing is broken then. Even the most 
conservative historians can't announce that they know the whole truth. Some 
extreme opinion regards history study as an academic word game in schools. 
Writing history is just writing novels. Apparently, more persuasive thinking 
requires us not only to admit that we don't know the whole truth, but also to try 
our best to discover the true history and write is down. However, we should face 
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another problem: the masses don't have a lot of chance to read academic or 
orthodox books of history. What they are more familiar with is information from 
all kinds of entertaining media. For instance, the novel Romance of Three 
Kingdoms is much more popular than History of Three Kingdoms. Nowadays, 
even not too many people read the novel, let alone the orthodox history book. 
What the masses would like to accept is images and games. The generation of 
last decades can be called a generation growing up with computer. What they 
know about the history of Three Kingdoms is the computer game of RTK. 
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